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You and your comrades will follow a 
path of clues across the adventure- 
filled cosmos on a quest to return 
the Earth to its own space-time 
continuum. Buckie up, lay In your 
course and hang on...you've just 
crossed over the PLANETS EDGE! 


Available at your local retailer or direct from New World at 
1-800-325-8898 (U.S. and Canada) or at 1-818-999-0607. 

© copyright 1991 Planet's Edge is a trademark of New World Computing, Inc. 

New World Computing is a trademark of New World Computing, Inc. 

IBM screens shown, actual screens may vary. 








Ocean brings you waves of e) 


WAVE 1- BATTLE 
COMMAND 

Prepare for futuristic confrontation. 
Armed with the most advanced 
weaponry, you command a "Mauler" 
assault tank through 16 missions in 
the ultra war of the new world. 

Stealth Choppers airlift your elite 
vehicle in and out of hostile territories 
in this alternative reality of the future. 


WAVE 2- LOST PATROL 

Shot down over the Ho Chi Minh 
Trail, seven survivors lost behind 
enemy lines must contend with booby 
traps, night raids and the threat of 
guerillas. As the commander of this 
war tom platoon, it's your job to keep 
up morale while dealing with a 
psycho soldier in the outfit. Will you 
ever get out alive? 


WAVE 3- F29 
RETALIATOR 

So you want to be a pilot. Well this 
game happens to offer the ultimate in 
flight simulation. You have the 
option of two aircraft and four intense 
battle environments with dozens of 
tactical missions. When you climb 
into the cockpit complete with live 
radar and displays, your'e ready to 
unleash your arsenal of sophisticated 
weaponry. 


OCEAN OF AMERICA 
1855 O'Toole Avenue 
Suite D-102 
San Jose, CA 95131 


ELECTRONIC ARTS (distributor) 

1820 Gateway Drive 

San Mateo, CA 94402-2497 

800-245-4525 



Battle Command, Lost Partrol and F29 are available for play on the IBM PC, AMIGA and ATARI ST. 
O Copyright 1991 Ocean Software Limited 
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There's a lot of exciting game 
coverage in this issue of Game 
Player's PC Strategy Guide. First, 
we have a variety of sneak 
previews. Our cover story on 
Falcon 3.0 probably offers the 
most extensive treatment yet of 
this long-awaited simulation 
from Spectrum HoloByte. We 
also have an early look at 
Electronic Arts' Earl Weaver II, 
which appears to be several 
strokes better — in graphics, 
game play, and extra features 
— than its very popular 
namesake. 

Bill Trotter takes a sneak 
peekatCflsdes,a historical role- 
playing game/ simulation from 
Interplay, in his Desktop Gen¬ 
eral column. The small demo 
that we saw at the Winter Con¬ 
sumer Electronics Show im¬ 
pressed us—and, as you'll see, 
the latest incarnation impresses 
us even more. Finally, there's a 
preview of Chuck Yeager's Air 
Combat in Arlan Levitan's Vir¬ 
tual Reality column. Even 
Levitan, a self-described hard- 


to-impress nitpicker, thinks 
that this air-combat simulation 
from Electronic Arts is a hands- 
down winner. 

Also in this issue, you'll 
find a comprehensive game 
buyer's guide that, we think, 
accurately reflects what a 
buyer's guide should be — a 
guide, not merely a listing of 
what's out there. Instead of just 
describing what each game is 
about, we've made every effort 
to offer our insights and our 
recommendations. 

And speaking of recom¬ 
mendations, thanks to all of you 
who sent in your comments and 
questions. With a tip of the hat 
to you, we're debuting a new 
Letters to the Editor column in 
this issue. So let's keep hearing 
from you—remember, we read 
every letter. 

Lance Elko 
Editorial Director 
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Knights of the 5^”Shoote 
Down Tfae Competition 



AiMiDPROSE 


For IBM-PC/Tandy/compatibles. For the latest information on release dates and 
availabilities, call MicroProse Customer Service at 301-771-1151,9 am to 5 pm 


Realistic World War I dogfighting is more than 
pretty art and canned missions, and MicroProse — 
the company that invented the combat flight simulator 
— realizes that. Knights of the Sky delivers all the 
sweaty-palm excitement of real World War 1 
dogfighting with great graphics, superior gameplay, 
authentic aircraft and challenging missions, as well 
as head-to-head and modem play. Feature for feature, 
no other W.W. I simulation even comes close. 


Knights of the Sky was developed for all IBM-PC/ 
Tandy/compatibles. The graphics and animation 
are dazzling and smooth with any graphics system, 
at any machine speed. 

Knights of the Sky features realistic, random 
encounters with enemy and friendly pilots and a 
sophisticated, authentic campaign option. 

Knights of the Sky lets you build a reputation and 
prestige among your fellow pilots. Become good 
enough, and the enemy looks for you. 

Knights of the Sky’s flight equations accurately 
reflect World War I fl)dng. 

Knights of the Sky alone supports head-to-head and 
modem play, for fast-paced, one-on-one dogfighting 
duels. 


No other game on the market can claim all of the 
features above. There’s only one genuine World War I 
dogfighting simulation: Knights of the Sky. 













I ou have heard the tales of Conan’s adventures. Only 
I now will you have the opportunity to live the life of 

I this fierce barbarian from the land of Hyborea. 

II Our odyssey begins with murder most foul. When 
Conan’s village is massacred by the ravening hordes of Thoth 
Amon, high priest of the vile cult of Set, Conan vows to avenge 
the death of his family and friends. 

In your search for vengeance, you as Conan, will explore 
Hyborea to seek out its hidden secrets and learn of its powers. 
Visit over 200 locations - taverns and inns, crypts and 
dungeons, temples and tombs, lavish homes and poor hovels - 
to learn the mysteries of Hyborea’s sorceries to help Conan 
overcome its man^f natural and supernatural perils. 

Only with luck, courage and constant struggle will Conan have 
the chance to force a reckoning with the powerful Thoth Amon. 






































IgamesI 


B n Spirit of Excalibur, the Knights of the Round Table 
fought to defend medieval Britain from the evil 
sorceress, Morgan Le Fay. Morgan, dabbling in dark 
arts beyond even her ability to control, had summoned 
a great Lord of Demons, the Shadowmaster. 

With Morgan’s death, the Shadowmaster was freed to work his 
evil will against the unprepared folk of Britain. Striking in the 
night, he imprisoned the King with a spell, stole the greatest 
treasures of the realm and kidnapped Nineve, the court 
enchantress. With the loss of the sword Excalibur and the newly 
recovered Holy Grail, Britain begins to sicken and die. The 
Shadowmaster must be stopped! 

Command knights and whatever followers they are able to 
recruit to track the Shadowmaster through hazardous, beautiful 
and mysterious medieval Spain. Explore the hundreds of villages 
and cities, fortresses and castles, dungeons and palaces and all 
the secret places where the Shadowmaster may dwell. 

Seek what aid you can as you acquire and learn the use of the 
sorceries of Moorish Spain, for only with the aid of 
enchantments and the loyalty of strong allies will you stand 
a chance of ridding the world of the demonic Shadowmaster 
once and for all. 











































0 R£ YOU TOUGH ENOUGH TO TAKE ON THE 
21st CENTURY AND SAVE MANKIND FROM 
HIS UNTIMELY DESTRUCTION BY 
A GENETICALLY ENGINEERED 
WAR MACHINE?!? 

Talk about your work-related stress! As a ZODIAC 
special agent, your job is to crack the complex 
security systems of the Universal Cybernetics 
Corporation and track down the mutant rcdjot they 
have designed as the ultimate killing machine. 
You’ll arm yourself with a whole arsenal of 
weapons - everything from hologram projectors to 
special vision enhancement visors to thermal 
infra-red image intensifiers. If all else fails - 
you’ll have to rely on your own psychic powers! 
FEATURES INCLUDE: 

■ 16-level 3-dimensional environment complete 
with fast, smooth scrolling ' ' 

■ Realistic action control of six characters: 2 maie, 
2 female and 2 droid 
■ 360 degree vision 
■ Environmental sound effects 
“Tension and unease, with danger lurking around 
every comer.... This Number One European Hit 
will keep you on your toes and ctmiing back 
for more.” 
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l^l'TLE is the most accurate 
felTsive simulation of NASA’s 
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LETTERS TO THE EDITOR 



a HE RIGHT 
MOVES 

I find your magazine informa¬ 
tive and entertaining, but I do 
have a suggestion. Please start 
a letters column so that readers 
like me can write in and ask 
quesHons or provide gaming 
tips. Also, what is the difference 
between a Commodore Amiga 
and a PC? I was thinking about 
upgrading my PC XT (with 
VGA) to a 386 when I heard 
about the Amiga. Which would 
you recommend? 

David Ben-Arie 
Kingston, Ontario 

First, thanks for the suggestion. 
We've taken it to heart. Second, 
it's difficult to recommend one 
computer over another without 
knowing more about your intended 
uses. A PC is the safest choice 
because it works with such a wide 
range of hardware and software 
(particularly for business applica¬ 
tions, although the vast majority 
of computer games are now offer^ 
in PC format as well). The Amiga's 
strengths include desktop video, 
superior animation, and true 
multitasking. With add-on hard¬ 
ware, it can successfully emulate 
both the PC and the Macintosh. 
And the Amiga makes a terrific 
game machine, although in the 
U.S., most major titles are now 
released first for PCs. 



CLIPPED? 


Your article comparing World 
War 1 simulations (March/ 
April) will be very useful when 
I decide which one to buy. But 
why wasn't Cinemaware's 
Wings included? 

Larry Barrett 
Lansing, Michigan 


The Amiga version 0 /Wings was 
released in August 1990, but a 
final PC version is yet to be seen. 
According to a spokesperson from 
Electronic Arts (Cinemaware's 
product distributor), there are no 
plans to release a PC version of 
Wings in the near future. 



KEY REVEALED 


In his review of Wing Com¬ 
mander (January/February), 
William Trotter notes a quibble 
with the game's documenta¬ 
tion. Mr. Trotter writes that the 
manual does not reveal a way 
to suddenly shut off your en¬ 
gines (a strategy the manual 
recommends). I believe I've 
found the means, though quite 
by accident. 1 was in the midst 
of a hot battle in the final sce¬ 
nario when I accidentally hit 
the backspace key. My space¬ 
ship came to a sudden halt. My 
engines cut off. 1 powered up 
and tried again. It worked. 

By the way, I agree with 
Mr. Trotter that Wing Com¬ 
mander is a very good game — 
I hope Origin continues beyond 
the Secret Missions disk. 

Brent D. Parsons 
San Jose, California 

Thanks for the great tip, Brent. 
Incidentally, Origin's sequel. 
Wing Commander II: Ven¬ 
geance of the Kilrathi, is due out 
soon. 



HISTORY. PLEASE 


Would you ever consider nm- 
ning capsule reviews of older 
games? It would sure help 
newer users like me. 

Tony Morgan 
Cleveland, Ohio 


10 


That's a good idea. In future is¬ 
sues, we'll be running some stories 
that highlight great older games. 
Also, we feature a buyer’s guide 
twice a year (in our July/August 
and November/December issues). 
These guides include capsule re¬ 
views of almost all PC game titles 
released in the previous six months. 
In fact, there's a buyer's guide in 
this issue. In addition, we an¬ 
nounce the winners of our annual 
PC Game Awards in every Janu¬ 
ary/February issue (and summary 
descriptions are included). Win¬ 
ning titles are selected from releases 
during the previous 12 months. 



Elvira is a perfect example of 
the new breed of icon-driven 
graphic adventures we're see¬ 
ing more of these days. Thanks 
to Gary Meredith for his excel¬ 
lent review in your January/ 
February issue. For those who 
have yet to purchase Elvira, let 
me tell you that you're missing 
out on a great game. But I 
wonder why there aren't more 
horror games on the market. I 
think the genre is overlooked. 
Mindscape's Uninvited was in¬ 
troduced in 1986, and it was on 
the bestseller list for quite a 
while. There have been a few 
half-hearted attempts at horror 
since then, but nothing on the 
scale of Elvira. I hope this game 
opens a floodgate of horror 
titles in the near future. 

Glen Williams 
Charlotte, North Carolina 


Send questions, com¬ 
ments, and game tips to: 
Letters to the Editor, Game 
Player's PC Strategy Guide, 
300-A S. Westgate Dr., 
Greensboro,NC 27407. We 
reserve the right to edit 
letters for clarity and 
length. 




BEGm A FANTASTIC 
mW QUEST! 


Adva^ed 

Dungeons^^ragons 



Gateway 
Se Savage 
Frontier: 


AmiA 


Volume I 
in a completely new 
AD&D computer 
fantasy role- 
playing ^ 
epic! 


/ coniNG soopi: 

^064/128 

CLUE 

BOOK 

AVAILABLE! 


1 ^ TO ORDER: VISA/MC- 
\ call 1-800-245-4525 
I (in USA St Canada). 
f \A BY WAIL- send check or 

jf ' money order to Electronic 
/ Arts, P.O. Box 7530, San 
f Mateo, CA 94403. 

To receive SSI's complete 
product catalog, send $1.00 to: 
SSI, 675 Almanor Ave., Suite 201, 
Sunnyvale, CA 94086. 


A grand adventure 
is unfolding in the 
mysterious Savage 
Frontier! 


Based on an enhanced version of the 
award-winning game system used in Pin 
or PADiAncE. Ci KSE or Tin: A/vi<t: Boms and 
Srx KET OL' Tin: Sn ver Blades, Gateha) to the 
S wAOE pRoriTiERQwes you the freedom to 
make the story happen the way you want 
it to! Plus, an all-new wilderness style adds 
new exploration and excitement to all of 
your outdoor adventure! 

How can you resist? 

The Saiagc Pronticr nwaits! 


Enter the foreboding 
lands of an area never before explored in 
a computer fantasy role-playing game; the 
Savage Eronticr! Sail the Trackless Sea, 
conquer the heights of the t.ost Peaks, 
brave the ruins of Ascore, guardian of the 
Great Desert, visit magical Silveiymoon 
and much more! Your quest: halt the mur¬ 
derous conspiracy of dark invaders from 
afar. Success will be yours only if you can 
uncover ancient mystical items of power 
to destroy the malignant invasion! 


STRATEGIC SIMULATIOINS, INC 









You’ve never played 
^ 'Anything like this before. 
The genuine article. A game 
bursting at the seams with all the 
dimensions of baseball itself. 

Earl Weaver Baseball 11™ 

The new version of the baseball 
standard that’s a major advance 
in the game.With improved 
graphics and far more stats 
Aan ever before. 


In fact, Weaver 11 is the 
first game system ever to 
ombine stunning animated 
baseball action with 
actual Major League stats. 
Producing what definitely 
s the Holy Grail of th^ 
iamond set. 

Just ask Fantasy 
Baseball Magazine: ^ 
“Fantasy and com¬ 
puter baseball fans 


subtle wrinkle of the game. 


lave been searching for one game 
that has it all—Weaver 11 is it; it will 
appeal to the fantasy-baseball fanatic as 
well as avid arcade gamers’.’ 


Finally, a Game that 
Covers All the Bases. 


Talk about taking you out to the 
ballpark. Weaver II comes with all 26 


Weaver 11 is simply a 
more animated game of 
baseball. Over 100,000 
frames of animation. 
Giving you something 
we call perfect baseball 


like the Polo Grounds and even 
some outrageous fictional parks. 




physics. Instead of bush league canned 
sequences. 

Which means a nubber off the end 
of the bat will crawl down the third 
baseline. Just like real life. Balls bounce 
differently from grass to turf, from 
park to park. 

We have every one of the 26 current 
ballparks, famous historic parks, 
even six fantasy ones. And every dia¬ 
mond’s a gem.With real dimensions, 
real characteristics. 




























So you can conquer the Green Every hitter/fielder also comes with 

Monster. Get blown away by 50 stats and ratings. Every pitcher, 30 stats 
winds. Steal home in the and ratings. Including finer points like 


Bronx 
With 

camera views, 
instant replay, and 
support for 256- 
olorMCGA/VGA 
graphics, you get better 
coverage than any network. 


Make Stats Come Alive. 


Weaver II adds up to the best 


baseball system ever for yet another 
reason .We play baseball completely by 
the numbers. All the 
1990 stats for every 
Major League player. 

You can download 
current player stats 
updated weekly. Accu¬ 
mulate, edit, and 
print player stats for 
virtually any category. 

Or save boxscores. 


With it, 
you can 


flyball/groundball ratios 
for batters and pitchers 
and player durability. 

Nobody offers this com- even draft 
bination of ratings, flex- leagues, 
ibility, and sheer number 
of sorted lists. And while 
this certainly enriches 
the action aspect of Weaver II, the 
game is equally engrossing playing with 
stats only. Generate and then auto¬ 
play schedules with multiple line-ups 
and pitching rotations. Or play a 
game in under a 
minute in superfast 
simulation. 

Of course, this 
game also comes 
with one of base¬ 
ball’s most prized 
characters: Earl 


40-men rosters, 
track salaries, hire free agents. 

The Commissioner’s Disk II also 
lets you build your own ballpark. 
Right down to the foul area, playing 
surface, weather, and seating. 

Our Manager Construction Set, 
part of the Commissioner’s Disk II, 
allows you to replace Earl. 
By using manager profiles 
from last year’s teams 
or building your own 
manager profiles. 

Put it all together — 

Earl Weaver Baseball II, the 
MLBPA®Player Statistics and 


Weaver. One of the From your kii screen batting Manager Profiles™ and the 

winningest managers Perspective you can see every seam Commissioner’s Disk II — 
, 1-1 j- .11 of a pitched ball. Except if Its a , . i . m 

ever to kick dirt all and you get baseball s most 

over an umpire The unbeatable pitching includes 9 amazing triple play. So it 

(owner of two Series different pitches to is locations, shouldn’t comeas a Surprise 
rings, but you knew that already). that this new system is already a 

Ray on Earl’s team. Manage against tremendous hit with everyone 
him.You get profiles on every manager including the baseball press, 
based on 60 individual ratings. Including If you want the baseball system 
frequency of calling bunts, steals, hit A that’s been called “the next best thing 
and run, and pinch hitters. ^o box seatsj’ call 1 (800) 245-4525 to 

You can even ask Earl for advice^ order. Or visit your local computer 
anytime. As you’d expect, he’s got an 


answer for just about any 
situation. 


Run the Whole Show. 


Some people aren’t satis¬ 
fied with just being a manager. 
That’s what our Commis¬ 
sioner’s Disk iris for. 

It’s the perfect 

the game: Jose, Kirby, Darryl thing tO heat up 
IS, Gwynn, Brett and all the rest 


dealer. 

And if you don’t think Weaver II is 
the spitting image of baseball, we’ll 
be more than happy to send you 
your wad back. 




ELECTRONIC ARTS^ 


ft. ft 
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EARL WEAVER BASCBALLII HOVERFORCE 


Sandy Koufax once said, "It's 
surprising that baseball hasn't 
had to update anything since 
Ty Cobb. On a ground ball in 
the hole, a fast man's still out by 
a step and a slow man by two 
steps." 

Though true for baseball, 
Koufax's adage does not apply 
to the world of PC gaming. 


Software must continue to take 
advantage of the better and 
brighter options furnished by 
the latest technology. One 
package that does just that is 
Electronic Arts' upcoming 
release, Earl Weaver Baseball II, 
the sequel to its wildly popular 
namesake. 

Perhaps the most inter¬ 
esting new feature is one that 
allows you to download up-to- 
date stats from selected 
computer information services 
into Weaver II. That means you 
can create and maintain current 
major league rosters by staying 
on top of the latest stats, trades, 
releases, and acquisitions. In 
fact, depending on how deep 
you want to go, your computer 
teams can be as current and 
their stats as accurate as those 
in the big leagues. 

The proven, high-per¬ 



formance engine of the original 
Weaver has been finely timed. 
The look of the game, however, 
has been completely over¬ 
hauled. Weaver II takes better 
advantage of the graphic 
potential of today's PCs. New 
"television perspectives" allow 
you to watch hitting, fielding, 
base running, and pitching 
from several camera angles. 
The overall graphic effect of 
these additions is superb. 

Besides playing baseball, 
Earl Weaver II, like its 
predecessor, also lets you to 
assume the roles of both field 
manager and general manager. 
Whether you're in the dugout 
or in the front office, you have 
complete control. And on the 
field, a ground ball in the hole 
still gets a fast man out by a 
step and a slow man by two. 

—B.C. 


The blurb on the back of the 
box for Accolade's Hoverforce 
calls it "the fastest game you 
will ever play," and that's no 
idle boast. Things happen so 
fast in this new arcade-action 


game that you almost need to 
stop and catch your breath. If 
you've ever complained about 
the choppy or slow-moving 
animation of most combat 
simulations, Hoverforce is just 
what the doctor ordered. 

As a member of the Red 
Wasp Unit, it's your job to 
interdict the shipping of the 
superdrug Aftershock. Genet¬ 
ically modified criminals 
known as Alterants have 
control of the streets, and the 
only thing preventing their total 
control of the city is you—and 
your HoverKill 1000 urban 
assault skimmer. This is one 
fast number, with firepower 
galore, but it wUl be severely 
tested in Hoverforce. 

There are four drug 
runners, each of whom you 
must defeat three times. These 
thugs control a large number of 


cargo and combat skimmers, 
which usually drop either drugs 
or payoff money when they're 
destroyed. Before you can take 
on each runner, you must pick 
up a specific number of drug 


packets. And, if you hope to 
make any progress, you must 
pick up money (drug packets 
also earn you cash credits) for 
repairs and modifications to 
yoiu- skimmer. 

Hoverforce flies along at 
breakneck speed from the 
moment you begin your 
mission, and it never lets up. 
You need the most powerful 
weaponry available to beat the 
upper level runners, so you're 
faced with the problem of how 
to accumulate the most money 
while still managing to beat the 
ruimer in the allotted time. But 
that's all part of the fun. With 
Hoverforce, Accolade has a real 
winner. 

— G.M. 
















LINKS CHAMPIONSHIP 
COURSES 


WING COMMANDER: 
THE SECRET MISSIONS 2 
— CRUSADE 


If not for its mesmerizing 
graphics, phenomenal play¬ 
ability, uncanny realism, and 
multiplicity of options. Links 
would have nothing to 
recommend it. And that last 
ingredient — the lavish buffet 
of extras that Links offers its 
players—just got even better. 

Access has released two 
new championship course 
disks designed for use with 
Links. The new courses, 
packaged individually, are 
simulations of the South 
Course of the Firestone 
Country Club in Akron, Ohio, 
and the Bountiful Golf Course, 
nestled high in the Wasatch 
mountains near Salt Lake City, 
Utah. 

If you ha ve an itch to tackle 
a championship-caliber golf 
course. Links now offers three 
remarkably diverse choices: 
the street-narrow fairways and 
festive fall colors of Firestone, 
the unforgiving slopes and 
valleys of Bountiful, or the 
daunting ocean breezes of 
Torrey Pines (included in the 
Links package). 

Firestone Country Club is 
the present site of the NEC 


World Series of Golf. The course 
is demanding because of the 
tunnel-like conditions you face 
on just about every shot. The 
abundance of trees makes it 
seem as though a saboteur is 
fiddling with nature's dimmer 
switch. This can really affect 
how you play the course, 
because it seems as though you 
must make nearly every shot 



through a gaimtlet of arbored 
archways. 

Equally challenging is the 
majestic Boimtiful. Its relentless 
terrain gives you little margin 
for error. Add in the fact that 
you always seem to have a side- 
hill lie and you'll see why every 
shot depends on equal parts of 
skill and physics. And with 
either course, a little luck never 
hurts. 

—B.C. 


It was oirly supposed to be a 
milk run....The Tiger's Claw 
came to the Firekka sector to 
escort Confederation diplomats 
on their way to welcome a new 
planet into the fold. Since the 
Firekkan system had no known 
strategic or tactical value, there 
was no reason to expect Kilrathi 
interference. 

But from the moment the 
first routine patrols were 
bushwhacked, it became 
apparent that the Kilrathi were 
interested in the Firekka sector 
— so much so that they've not 


only sent units of their crack 
Imperial Guard, but intel¬ 
ligence confirms that they're 
also withdrawing entire fleets 
from elsewhere in the galaxy 
and sending them to your 
neighborhood. 

Vastly outnumbered, the 
doughty pilots of the Tiger's 
Claw can only fight a delaying 
action, escort the diplomats to 
safety, then try to stay alive 
until reinforcements arrive. 

What are the Kilrathi up 
to? Perhaps you can learn the 
answer when a Kilrathi pilot 
defects, bringing a starfighter 
ship with him. This is your 


chance to find out what the 
other side feels like, by 
strapping yourself into the 
cockpit of a modified Dralthi 
and using it to fly stealth 
missions into enemy territory. 

There are 16 missions in 
this module, which — like the 
first Secret Missions disk — 
plugs into Wing Commander, 
and cannot be played apart 
from it. Graphics and 
animation are up to the series' 
already-classic standards, and 
the action is white-knuckled in 
its intensity. Those Imperial 


Guard pilots are faster, trickier, 
meaner, and smarter than any 
opponents yet encountered in 
the series. 

If you've already fallen 
under the spell of Wing Com¬ 
mander, you're probably 
already on your way to the local 
software store. If by chance 
you've not yet tried Wing 
Commander, delay no longer — 
this is, without qualification, the 
finest space-combat simulation 
ever developed, and Secret 
Missions 2 is a thrilling addition. 

—W.T. 
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Blast someone 
out of the sky... 
on your lunch hour. 


Or blow ’em to smithereens. 

Or run ’em off the road. 

Play these Spectrum HoloByte 
head-to-head games and you’ll experi¬ 
ence real competition. It’s no longer 
man vs. machine. It’s you against them. 
Anytime or anyplace. 

By using a network, a direct cable 
link or a modem, you can compete with 
people from across the office — or 
across the country. And you’ll do battle 
in real time! 

Imagine yourself in a supercharged 
’ Vette, racing down the streets of San 
Francisco against a real opponent! Or 
be a speed-burning Stunt Driver 
smashing your friends off the track. 
How about commandiug an M-1 Tank 
and firing on someone... in New 
Jersey? Or chmb into an F-16 cockpit 
and smoke your enemy in Falcon 3.0, 
the latest of the Falcon games — 
games so realistic they’re used in 
actual flight training simulations. 

Looking for an opponent? 
Connect through GEnie. 

Find your challengers for modemopable games 
like FALCON or STUNT DRIVER through GEnie's 
on-line services. Also get tips, hints and infor¬ 
mation on the games from other gamers or 
direct from Spectrum Hotofiyte. Non-primetime 
connect rate: $6 per hour. Call 1-800-638-9636 
for information. 




So if you’re up for fast-paced, 
action-packed competition you have 
only one choice: Spectrum HoloByte 
head-to-head games. 


.' The moS authentic FaceMiG-21s 


boggier from the 
Shelby Mustang. Francisco streets. creator of Tetris. 


Available at your local software retailer or, for 
Visa/MasteiCard orders only, call: 

1-800-695-GAME 

(l-800-695-4263/24hrs. a day/7 days a week) 

For availability or customer support415-522-1164. 

Spectnan HoloByte'^ 

A Division of Sphere, ino 
2061 ChaiiengerDr., Aiameda, CA 94501 







AWARD-WINNING 


1990 

SPA AWARDS 

BEST EARLY 
EDUCATION PROGRAM 
MIXED UP MOTHER GOOSE 
— Designed by Roberta Wil¬ 
liams. Published by Sierra On- 
Line. 

A wonderful playground of 
sights and sounds for young 
and old alike. There are CD- 
ROM and disk versions avail¬ 
able from Sierra. 

BEST FANTASY ROLE 
PLAYING / ADVENTURE 
PROGRAM 

KING'S QUEST V — Designed 
by Roberta Williams. Pub¬ 
lished by Sierra On-Line. 

The latest graphics adventure 
in this immensely popular se- 


BEST SIMULATION 
PROGRAM 

SIMEARTH — Designed by 
Will Wright and Fred Haslam. 
Published by Maxis. 

The same group that brought 
us the astonishing SimCity city 
simulation have produced an¬ 
other remarkable program that 
simulates the entire ecology of 
the earth. 

BEST 

SPORTS PROGRAM 
LINKS — Designed by Roger 




Looking for a great game to add to your PC library? In March, both the Software Publishers 
Association (SPA) and the Computer Game Developers' Conference membership picked their annual 
award wiimers in electronic gaming. 

The SPA is made up primarily of the companies who, as the SPA name implies, actually publish 
and distribute computer software. That includes business and educational software as well as the 
computer games we play. The Computer Game Developers membership, on the other hand, is 
composed of the folks who actually design and develop the games. While there's some overlap, their 
respective memberships approach their selections with somewhat different viewpoints and criteria. 
That makes for some interesting variations on which games get selected. 

Despite the differences among the two groups, you can scarcely go wrong in choosing any of the 
games that either group honors. In fact, many of the games listed below had previously won our own 
Game Player's PC Awards in various categories. 

We've also included a number of the young learning and educational award-winners that we felt 
represented a blend of education and entertainment. We should point out that the Computer Game 
Developers group included one or two older games in categories that didn't exist prior to this year's 
awards. 


Carver, Vance Cook, John 
B erven, Kevin Homer, and 
Bruce Carver. Published by 
Access. 

A terrific golf game that has the 
most beautifiil screens of any 
PC golf game to date. 

BEST 

HOME LEARNING 
PROGRAM 

WHERE IN THE WORLD IS 
CARMEN SANDIEGO, Deluxe 
Edition — Designed by Gene 
Portwood and Lauren Elliot. 
Published by Broderbund. 

A stunningly attractive en¬ 
hanced edition of one of the 
very popular Carmen Sandiego 
education and entertainment 
programs. 

BEST 

SECONDARY 
EDUCATION PROGRAM 

SIMEARTH—See above. 

See above. 

BEST 

ACTION/ARCADE 
PROGRAM 

FACES...TRIS III — Designed 
by Alexey Pajitnov and 
Vladmir Pokhilko. Published 
by Spectrum Holobyte. 

First came Tetris, then Welltris, 
and now the latest in the Tris 
series of addictive puzzle 
games. 


BEST STRATEGY 
PROGRAM 

SID MEIER'S RAILROAD TY¬ 
COON — Designed by Sid 
Meier. Published by Micro¬ 
prose. 

This captivating strategy game 
won our own Game Player's PC 
Game of the Year several 
months ago. It's a first-rate his¬ 
torical simulation. 

1991 

COMPUTER GAME 
DEVELOPER’S 
CONFERENCE 
AWARDS 

BEST GAME PLAY 
THE SECRET OF MONKEY 
ISLAND — Created and de¬ 
signed by Ron Gilbert. Pub¬ 
lished by Lucasfilm. 

A humorous, fanciful graphic 
adventure that's a joy to play 
and a delight to see. 

BEST TECHNICAL 
ACHIEVEMENT 
IN A COMPUTER GAME 
WING COMMANDER — De¬ 
signed and directed by Chris 
Roberts. Published by Origin 
Systems. 

A major breakthrough in PC 
entertainment that has set new 
standards for action-strategy 
games. 


BEST 

INTERFACE DESIGN 
IN A 

COMPUTER GAME 
LOOM — Created and de¬ 
signed by Brian Moriarty. 
Published by Lucasfilm. 

The innovative musical motif, 
so beautifully rendered, helped 
make this an enchanting 
graphic adventure. 

MOST 

SOCIALLY RESPONSIBLE 
COMPUTER GAME 
SIMEARTH — See above. 

BEST VISUAL 
PRESENTATION 
IN A COMPUTER GAME 

WING COMMANDER 

— See above. 

BEST AUDIO 
PRESENTATION 
IN A COMPUTER GAME 

WING COMMANDER 

— See above. 

MOST 

INNOVATIVE GAME 
SIMCITY—See above. 

BEST PRODUCER 

GREG HAMMOND 

— Lucasfilm. 
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From its prigins in the schoods 
of Great Britain in the nineteeitlh 
century, soccer became known 
as association football, and from 
the twentieth century onwards, 
spread throughout the world to 
become WORLD CLASS 
SOCCER . Only North America 
held out, but in the last decade 
even that bastion has shown 
signs of change with the stars of 
Europe and South America 
travelling to New York, Florida 
and Chicago to compete in the 
game, which, beyond all doubt, 
is the world game. 

Now, at last, you have the 
chance to play the football game 
that outsold all others in the U.K. 
during the 1990^orld Cup. 

• Authentic game action. 

• Choice of formations, 
variable skill, speed and 
aggression le^^ls. 

• Fuji team seemng system. 

• Take your team to the Finals. 

• Choose your team from a real 
squad of players. 

• Battle through authentic 
league and knock out phases 
all the way to the final. 

• Unique playing features, 
variable match duration 
(2 minutes to 48 minutes). 

• T. V. style presentation. 


FROM THE HOME OF SOCCER 
COMES THE WORLD'S 
MOST AUTHENTIC SIMULATION 


IT’S GOT TO BE GOOD TO BE GOLD 


Available on: 


Amiga & PC 





















SELBY BATEMAN 


We're pleased to be able to bring our 
readers a special preview of Spectrum 
Holobyte's advanced super-realistic F-16 jet 
fighter simulation — Falcon 3.0 — headed 
for store shelves by early August. 



System Requirements: 
IBM-compatible AT (80286) 
or faster; supports 256-color 
VGA. 16-color VGA, and 
EGA graphics; provides 
complete sound support 
forthe PS/1, AdLib, 
SoundBlaster, and Roland 
sound cards; joystick and 
mouse supported. 


hen Spectrum Holoby te intro¬ 
duced the F-16 fighter simula¬ 
tion Falcon in 1987, desktop 
computer pilots sat up and 
took notice. Never before had 
such realism been brought to 
microcomputers. Winning a 
bevy of computer entertain¬ 
ment awards. Falcon quickly 
garnered rave reviews and a 
loyal following among flight 
simulation fans and, impor¬ 
tantly, actual pilots. 

Rather than rest on 
Falcon's successes, company 
executives made the consider¬ 
able investment in money and 
people for a long-term com¬ 
mitment to stay at the cutHng 
edge of realism in aerial-com¬ 
bat simulations. And the re¬ 
sults of those decisions appear 
to be a major leap forward in 
several ways. 

Several Game Player's 
editors got their first chance to 
view the Falcon 3.0 work-in- 
progress early in January on 
the exhibit floor of the Con¬ 
sumer Electronics Show in Las 
Vegas. Scarcely a week later, 
millions of Americans were 



The Padlock viewing system mimics a 
pilot's 360-de^ee cockpit visibility in 
tracking moving objects. 

glued to their televisions 
watching the astonishing and 
extensive coverage of the un¬ 
folding air war in the Persian 
Gulf. High-tech allied weap¬ 
onry literally began redefin¬ 
ing the conduct and even the 
nature of modern warfare - 
and the world had a front-row 
seat. 

For those of us who had so 
recently seen the Super VGA 
graphics of Falcon 3.0, the 
parallels between the aerial 
campaign being shown live on 
television and the Spectrum 
Holobyte simulation were as¬ 
tounding. Combining 3-D 
contoured terrain (taken from 
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Falcon 3.0's 3-D contoured terrain 
adds to the realism of the flights. 


actual topographic maps), 
state-of-the-art flight and 
combat modeling, advanced 
algorithms, stunning graphics, 
and digitized photos — the 
new 3.0 version looked and 
flew like nothing we'd seen 
before. 

What's so special about 
Falcon 3.0? 

In brief, the new simula¬ 
tion takes today's leading-edge 
PC hardware speed and 
memory to the max. Not orJy 
are the flight characteristics 
greatly enhanced, but the 
program also features major 
improvements in realistic 256- 
color VGA graphics, a newly 














developed 360-degree Padlock 
viewing system that mimics 
actual cockpit "situational 
awareness," a "black-box" 
TACTS (see accompanying 
box) replay feature that works 
in a VCR mode or a 3-D cube 
mode, and several different 
radar modes that are almost 
identical to the real thing. (Be¬ 
ginning flyers can select an 
"easy" radar mode until 
they're ready to step up to the 
more complex levels.) There 
are a host of additional air-to- 
air and air-to-ground weap¬ 
ons, including SAM missiles, 
small-arms fire. Hind helicop¬ 
ters, infantry, the Mirage FI, 
MiG fighters, and much more. 

All of this is set in a 
framework that allows the 
armchair pilot to choose from 
an Instant Action arcade mode, 
a customizable Red Flag fighter 
trairung school, or — most im¬ 
portantly — a Campaign mode 
that permits the player to com¬ 
mand and pilot a squadron of 
up to eight aircraft at the same 
time (from a total squadron of 
16 planes) in three theaters of 


operations — Israel, Panama, 
and Kuwait. 

This Campaign compo¬ 
nent of the simulation insures 
that virtually every campaign 
will be different since the sys¬ 
tem assigns individual mis¬ 
sions based on your own 
relative success or failure. 

"Let's say you're in Israel 
fighting the Syrians, who are 
already in Lebanon," says 
Gary Stottlemyer, one of 
Falcon's chief software engi¬ 
neers. "They're coming south¬ 
ward out of Lebanon, crossing 
out of the Golan Heights. You 
basically get two fronts at the 
outset of the campaign. 

"The Syrian tanks have to 
cross the Jordan River, and if 
you bomb the strategic 
bridges, you slow them. At the 
same time, Syrian air power 
will be attacking your air bases. 
If your air bases are hit, you 
have to move south — and 
that causes you a lot of prob¬ 
lems. But if you don't bomb 
the bridges, then the Syrians 
come streaming across and 
possibly capture your airbase 



Graphics in the new 256-color VGA game are strikingly better than in earlier 
Falcon games. 


anyway. Depending on what 
you do, the rest of the cam¬ 
paign will be greatly affected." 

Stottlemyer likens the mis¬ 
sion assignments to a strategy 
game such as chess. That is, 
the Campaign mode adjusts 
depending on who does what. 











Whether you're 
bombing a bridge 
or taking out tanh, 
there's plenty of 
action in these un¬ 
friendly skies. 



Using a specialized tree struc¬ 
ture, your assigiunents to bomb 
certain targets might change 
depending on whether they're 
in enemy or friendly hands 
during different parts of the 
campaign. 

There are more than 2,000 
map targets that can be bombed 
in Falcon 3.0, and the contoured 
terrain shows actual cities and 
even major structures in each 
theater. 

Make no mistake about it. 
To take full advantage of all 
that Falcon 3.0 offers, you'll 
need more than an 80286 PC 
with EGA color graphics. Sure, 
it'll run on such a system, and 
be a lot of fun. Various parts of 
the simulation, such as terrain 
detail, can be toggled down for 
optimized play on slower ma¬ 
chines. But when 
you're pushing out 
the frontiers of 
flight and combat 
simulation, you get 
your best results 
right now on an 
80386 system with 
■^v Super VGA color 
graphics. You can 
even employ an 
optional math 
coprocessor in your computer 
to achieve the "high-fidelity" 
flight model which brings Fal¬ 
con 3.0's reahsm even closer to 
the low-cost flight trainers that 
Spectrum Holoby te also devel¬ 
ops for the military. 

With Falcon 3.0, Spectrum 
is taking the long view, willing 
to sacrifice sales to computer 
game players who have older 
and weaker machines in favor 
of staying on the cutting edge 
of simulations. Falcon 3.0 is just 
one of several products that 
are to be a part of Spectrum's 
Electronic Battlefield Series 
(EBS) ~ four advanced prod- 



In the Trace mode, you can discover 
various enemy actions and related 
threats along your mission route. 
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Target waypoints are set for your next mission in this map view from the Kuwait 
theater of operations. 



You can select levels for skill, enemy logic, flight model, weapon effectiveness, and 
intelligence from the configuration screen. 


ucts that will permit players to 
compete and cooperate across 
games via modem, direct con¬ 
nection, or local-area network 
(LAN). Falcon 3.0 is the first of 
these, to be followed this fall 
by Avenger A-10, and later by 
an MlAl Abrams tank simu¬ 
lation and an Apache helicop¬ 
ter simulation. 

"Falcon 3.0 is the first to 
integrate all the technology we 



wingmen. 


want to have for two or more 
players to participate in mis¬ 
sions together, and not neces¬ 
sarily in the same type of ve¬ 
hicle," says Gilman Louie, 
Spectrum Holobyte's chair¬ 
man and CEO. 

"For example, three or four 
players could be flying A-lOs 
and three or four fl)dng F-16s 
[on a network], competing or 
cooperating," says Louie, "Or 
you could have two players 
using modems against or with 
each other." 

Don't expect aerial combat 
to be the fish-in-a-barrel 
shooting exercise that some 
low-end aerial combat games 
have featured. Whether you 
choose the Instant Action ar¬ 
cade mode, the Red Flag 
school, or the Campaign, mak¬ 
ing the flying and dogfighting 
experience as true to life as 
possible was the highest prior- 
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. Sean Bann 


one place where the Russians 
could be, and that was on the hill 
2200 metres away. All the training, 
planning and preparations were 
over. Team Yankee was about to 
learn if the team’s seventy nine 
men and twenty five million dollars 
worth of equipment could do what 
they were 














































Falcon 3.0 Features 



All of the actual weaponry options for 
your aircraft are available in the Load 
Armament section of the simulation. 


ity for Gilman Louie and his 
staff. 

Watching Stottlemyer take 
Falcon 3.0 through some of its 
paces is an exciting experience 
for those familiar with jet 





The ability to command up to eight aircraft simultaneously broadens the game 
experience considerably. 



When selecting your pilots for each 
mission, try to choose a mix of expe¬ 
rienced and novice combat flyers. 


fighter simulations. "The 
world you fly in is much more 
realistic," says Stottlemyer as 
he sends the F-16 into a steep 
descent toward the desert floor 
thousands of feet below. "You 
get a better sense of what you'd 
really see up there." As the 
world rushes toward the plane, 
details and contours grow 
more pronounced. The hori¬ 
zon line has a graduated look 
that gives a remarkable 3-D 



You can receive detailed information 
— including an animated view — of 
virtually every ground and air unit in 
the simulation. 

perspective. Leveling off at low 
altitude, he blasts the fighter 
through several narrow moun¬ 
tain valleys with an ease that 
comes only from plenty of flight 
time. 



The Heads Up Display (HUD) view 
offers plenty of information, and is 
just one of a variety of viewing angles 
available. 



Explosions and other graphics are 
extremely detailed and fluid in the 


Millions of Americans re¬ 
cently learned much more 
about the actual details and 
realities of modern warfare. 
And along with that came the 
reminder for many that an in¬ 
formed public is a pubhc bet¬ 
ter prepared for the future. As 
William Trotter, writing in 
these pages in our last issue, 
stated: "In my mind, there ex¬ 
ists today no greater educa¬ 
tional tool for expanding his¬ 
torical literacy than a gooa 
computer simulation." Falcon 
3.0 supports that dictum su¬ 
perbly. If you want tV.e utmost 
in aerial combat realism—and 
a rich Simula tion environment 
that's as challenging as it is 
engaging -Falcon 3.0 is for you. 


ASAT: Advanced Situntii>nal 
Awareness Trainer, the flight 
trainer de\'eloped by Spec¬ 
trum for the military to du¬ 
plicate as closelv as possible 
the flight dynamics of the 1'- 
16, a\ ailable in Falcon 3.0 in 
"high fidelity" mode using a 
matli coprocessor. 

EBS: The Electronic Battle¬ 
field Series, Spectrum's plan 
to publish four advanced 
computer combat simulations 
that can be played singly or 
by multiple users via modem, 
direct connection, or LAN. 
Includes Falcon 3.0. 

Padlock View: A newly de- 
\'eloped pilot viewing system 
that lets the player keep en¬ 
emy aircraft in sight by pan¬ 
ning 360 degrees across the 
sky from the cockpit perspec- 
ti\-e. 

Radar Systems: Includes 
switchable Easy, Intermedi¬ 
ate, and Elard (Actual) levels 
for Normal Air Modes 
(NAM), Air Combat Mode 
(ACM), Single-Target Track¬ 
ing (STT),Ground Mode,and 
Terrain Masking. 

TACTS: Tactical Aircrew 
Combat Training System, the 
Simula tiem's "black box" re¬ 
play feature that can be used 
in VCR mode (game-level re¬ 
alism) or in 3-D cube mode 
(wire-fra me environment for 
tactical study). There are four 
different flight models, with 
"high fideli ty " being the most 
advanced. 

Theaters of Operation: 
Panama, Israel, and Kuwait 
—covering more than 270,000 
square miles of fighting area. 

TypesofPlay: InstantAction 
arcade mode; Red Flag 
customizable training mode; 
and Campaign, multiple- 
plane missions which are dif¬ 
ferent each campaign de¬ 
pending on success or failure. 














































a cold damp castle and wonder w! 


Interplay Productions 
3710 S. Susan, Suite 100 
Santa Ana, CA 92704 
(714) 549-2411 


wages. Et^ge in brutal treacherj' and make .scores of 


Design and Build 
Authentic Medieval Castles! 

With CASTLES™ you can ntw design the layout of your 
own medieval dream ca.stle. You'll need to pick a good 
site that is easily defendable from attack and then 
decide where to put towers, walls and doors. A'i'hat kind 
of gatehouse should you build? How high should the 
battlements be? How hard should ykni make the 
peasant work and htw much should they be taxed? 
Dare^ffet in^jfili quarrels between the church 
ancfstat^houl^BjUspond to pleas for help from 
neigh^^H barByfaving your oi^rvalls exposed 
tosiegdl^; SSv' . . = p 

As lord or Ikly cpae i^lm yot^ be able to make life 
and death decisions oij^- voBlfdom. Burden 
overtaxe#peasai^ With tyra^ical demands. Then, 
defend your ca,stldin !^)ody battles against the angry, 
^rtaxedfseasarl^ Cheat workers of their hard-earned 


no one likes you. All the neat things that went into making 
the medie\ al ages a swell time are in this package! 

CASTLES-’' features; 

■ 256 ailui' 1 GA ;^mpbks. 

■ Full mumd score with nuipr soundboard support. 

■ Build indiiidual castles or conquer the wild frontier 
■ in an ei^bttiame campaign. 

■ Chmse k’tween realistic and mapical settings. 

■ nree krels of difficulty, from easy to challenging. 


To order CAJjTLES'': 
call 1-800-965-0^: 
Available on .MS^^ 
for S59.95. Coming 
soon on Amiga 
and Macintosh. 


01991 Interplay Pnjdiicliom. .-ill rights Caule 
iiueipluy Pruiluaiuiii. .MS-DOS n u Inukumi' i ifMkp j> 
and .Macintosh are trademarks of their respectiw corpnr 


“Us a IraJmutk of 
./f Cutprulinii .Mniga 
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The desperation of 
Waterdeep's town coun¬ 
cil has led to extraordi¬ 
nary actions. The very 
existence of the city de¬ 
pends on your ability to 
root out the evil that re¬ 
sides below. 


Eye of the Beholder 


ith the strange 
occurrences 
that have been 
plaguing 
Waterdeep, it 
was no sur- 
j’ prise that the 
town council 


the adventurers in the land. 
Somehow, evil has been seep¬ 
ing to the surface from below 
the city, and it must be van¬ 
quished. Considering the dire 
nature of the situation, it was 
something of a shock when they 
picked the lowest bidder—you 
— for the task of eradicating 
the evil. 

To label you a complete 
novice might be putting it too 
harshly, so let's just say that 
you're yet to be seasoned by 
the fast and dangerous life of a 
hero. At least, that's all the town 
coimcil needs to know. Now it 
seems that all you have to do is 
assemble a brave band to ac¬ 
company you on your perilous 
quest. That can't be too difficult, 
can it? 

As you'll discover, re¬ 
cruiting is pretty easy, but you’ 11 
soon realize it's probably the 
last easy thing you'll do in Eye 
of the Beholder. As the first true 
graphic role-playing adventure 
from SSI, Eye of the Beholder 
upholds the reputation of the 
Advanced Dungeons & Drag¬ 
ons (AD&D) series by being 
one extremely tough nut to 
crack. Anyone who's ever 
played an AD&D game can 


CARY MEREDITH 


You've received your commission from the mayor of Waterdeep, but you still have 
the task of assembling a band of adventurers to accompany you. Choose wisely — 
your success depends largely on how well you battle Xanathar's minions. 


testify that these games are not 
for the casual player, and Eye of 
the Beholder is no exception. 
Level after level of seemingly 
endless corridors and rooms 
await the would-be hero. 

And, of course, these aren't 
just empty rooms and corridors. 
The usual complement of 
monsters and magical forces are 
present, intent on making your 
adventure a nightmare. Throw 
in limited resources that must 
be carefully managed, and you 
have the makings of an adven¬ 
ture gamer's delight. 

GOING DOWN 

Below the city, residing in the 
far, forgotten, and disused 


corners of Waterdeep's sewers, 
an unimaginable evil has 
stirred. The older citizens of 
the city speak of a Xanathar, 
but no one seems to know ex¬ 
actly who, or what, this 
Xanathar is. Your commission 
from the council stipulates that 
you and your band of adven¬ 
turers descend into the sewage 
drains to root out the evil and 
destroy it. 

Anticipating fierce con¬ 
frontations, you know you'll 
need some sort of warriors to 
lead the group of four adven¬ 
turers. Besides yourself, you'll 
need at least one other effective 
fighter, or paladin. Beyond 
these two choices, you should 
definitely include a cleric and a 


Each character possesses nine traits, 
all of which but one (the level) can be 
modified either by random selection or 
by individually ^ding or subtracting 
points. 

mage to handle any events of a 
magical or spiritual nature. 

In selecting races, you can't 
go wrong using humans as your 
fighters (humans are less ef¬ 
fective as mages or clerics). The 
innately non-magical dwarfs 
also make excellent warriors. 
Elves or half-elves probably 
make the best mages, while a 
gnome is a good choice for a 
cleric. 

There's also something to 
be said for having a thief in the 
party, since you'll have to deal 
with locked doors and other 
mechanisms. The problem in 
taking along a thief is that he or 
she will be, at best, a chaotic 
character — you never know 
how a thief will react in a tight 
situation. Once you've chosen 
the race and class of a character, 
you're given the opportunity 
to review and modify his or her 
various traits. The game makes 
customizing vital statistics a 
simple matter, so you should 
be able to come up with exactly 
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Take Control Of The Future 

Paragon Software and GDW Present Games On The CumNG Edge of Technology 




nkRAGON sormkftE 

Marketed by MicroProse Software, Inc. 


Based on the role-playing classic from Game Designers' 
Workshop, MegaTraveller 2: Quest For The Ancients contains state- 
of-the-art innovations, including a completely re-designed, icon- 
driven interface, combat system and role-playing engine. 

• The sequel to the hit MegaTraveller 1: The Zhodani Conspiracy 
with over 100 of named, detailed worlds to explore 

• New PAL role-playing engine lets you control one character while 
commanding four others; advanced character generator 
guarantees variety with each game 

• Weapons and starship classes of all 
kinds; a dazzling array of characters with 
whom to interact 

Your mission: save a world threatened by 
a mysterious artifact 
built by the Ancients, 
a legendary super¬ 
race thought dead for 
300,000 years. 


Kwi light: 2000 places you 
in the aftermath of World War III, travelling 
through terrain devastated by high-tech 
weaponry and nuclear radiation. 

• Create your character with the skills 
and abilities you want 

• Command three other party members 
who respond to your orders based on 
thefr personalities and objectives 

• State-of-the-art graphics include 3-D 
simulation and 2-D scaled overhead 
sequences 

• Hundreds of weapons and vehicles 
make each encounter unique 

Your mission: rebuild and defend the city 
of Krakow, Poland against an onslaught of 
marauders and military madmen determined 
to win a war the world lost. 


For IBM-PC/Tandy/compalibles. Can’t find these games? Call 1 -800-879-PLAY for prices and ordering information. 
© 1991 Paragon Software and Game Designers' Workshop. 
















The mission is 
only a few mo¬ 
ments old, and 
things have al¬ 
ready taken a turn 
for the worse. Of 
course, it does 
simplify your 
strategy — there's 
no way to go now 
but forward. 


the group composition you 
want. 

All the members of your 
party begin with an experience 
level of 2, and (depending on 
the t 5 ^e of character) can at¬ 
tain levels as high as 11 or 12. 
As your adventure progresses, 
you'U want to track your char¬ 
acters' development in order 
to assess what sort of aggres¬ 
sion, both physical and magi¬ 
cal, your group can withstand. 

Your adventure begins on 
the uppermost level of the 
city's sewers. As 
your explorations 
take you deeper 
into the sewers, 
you'll discover 
that the maps 
which you were 
given become in¬ 
creasingly less 
accurate. But this 
isn't to say that the 
map for the first level is entirely 
dependable. From the very 
start there'll be imcharted cor¬ 
ridors, hidden doorways, and 
undocumented additions. 

You'll want to keep care¬ 
ful notes on everything you 
see in case you need to double 


More often than not, there's an actuator in close proximity to each door. 
Sometimes, however, the button or lever may be hidden in another room. You may 
even have to use brute force on some doors. 


back. In the first level, how¬ 
ever, your main concern 
should be just learning to stay 
alive. The enemies you meet 
there won't be all that difficult 
to defeat, but even they can be 
deadly if you drop your guard 
for even a moment. Combat 
with these enemies provides 
excellent battle experience that 
will pay off further into your 
adventure. 

Take every thing you find, 
including any loose rocks lit¬ 
tering the floor. These stones 


Camping provides the opportunity for 
a number of actions, not the least of 
which is the healing of your party 
after battle. Keep in mind, though, 
that food supplies are used up even 
when resting. 


Don't underestimate the diminutive Kobolds. Singly, they're not much trouble, 
but they can cause problems if you happen to run into a group of them. Melee 
weapons are your best choice against these runts. 


make effective secondary 
weapons, and can also be used 
to hold down the floor pres¬ 
sure plates that actuate many 
of the door mechanisms. Food 
rations, an extremely valuable 
commodity, are also scattered 
throughout the sewers. 

Careful rationing of food 
supplies is critical to success in 
the game — it's very easy to 
die of starvation in the lower 
levels if you haven't rationed 
properly. Remember that you 
continue to use up food even 
when you're at rest, so try not 
to camp for resting purposes 
any more than is absolutely 
necessary. 

Knowing when and how 
to use the Camp option is an¬ 
other tricky part of Eye of the 
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Electronic Warfare Station 


FEATURES 


• Multi-position bomber 
simulation with Pilot, Navi¬ 
gator, Electronic Warfare 
and Offensive Weapons. 


Offensive Weapons Station 


Complete electronic counter¬ 
measures mirror current 
"stealth" technology. 


I t's the enemy's worst nightmare: a nearly-invisible heavy bomber, carrying enough firepower to destroy 
the most heavily defended installation in the world. 

Forget run-of-the-mill flight simulators. Megafortress is in a class by itself: a radically modified B52H 
Stratofortress, with radar-absorbing fibersteel skin and enough state-of-the-art §ensory and weapons 
systems to jam and blast its way into any target on earth. 


It's a huge, complex airaaft that demands attention to a dizzying array of tasks. Your mission isn't simply to 
fly Megafortress; your job is to deliver200 tons of death and destruction across5000 miles of unfriendly airspace 
and eliminate a specific, heavily-defended target, all the while keeping your location a secret. To succeed, you 
must master the/our different stations that control Megafortress' systems. 




You're not just a Pilot, responsible for takeoff and landing, mid-air refueling and other basic maneuvers. As 
Navigator you'll plot a course halfway around the world, keeping the 
mission on track; as Electronic Warfare Officer you're glued to a 
radar scope, hunting for threats, jamming signals, keeping the 
airaaft hidden; as Offensive Weapons Officer you have massive 
firepower at your disposal: air-to-air missiles, anti¬ 
radar missiles, and air mine rockets for defense, and 
a 3,000 lb TV/infrared guided glide bomb for the 
final attack. 

With missions designed by Dale Brown, 

B-52 navigator and best-selling author, 2iMfBA5roMS"3M 
Megafortress isn't just another flight CAWsfu.tA»50M 
simulator; it's an adventure in the real- ,oo«D«:™r«i«o.c*u 
ity of strategic air assault today. no-ris 452s m ike um m unada 


Multiple missions designed 
by Dale Brown in 3 different 
geographical areas: Iraqi 
Kuwait, eastern USSR, and 
USAF Red Flag training 
center. 

Arsenal includes air-to-air 
and air-to-ground missiles, 
anti-radar missiles, air mine 
rockets, standard high- 
explosive "iron" bombs, and 
a 3,000 lb TV/infrared 
guided glide bombs. 

Terrain guidance radar 
screens operating at realtime 
speed. 

Full 256 color VGA graphics 
in a 3D world with universal 
camera angles. 

Sound Blaster and AdLib 
sound. 

Package includes Dale 
Brown's bestselling novel,' 
Flight of the Old Dog. 












Rocks can be used as weapons when nothing else is available, but the best reason 
for keeping a few on hand is to use them as weights for door actuator pads. 



Some rooms and corridors will trap 
you by reversing your direction as 
you try to cross them. You'll occa¬ 
sionally find travel runes on the walls, 
which denote areas where you can, in 
effect, reverse the reversal. 




Beholder. Not only can you rest 
when encamped, but you can 
also heal any members of your 
party who have been injured. 
If you've managed to pick up 
any mage or cleric scrolls since 
the last time time you camped, 
you can also use encampment 
to give your 
mages and 
clerics a chance 
to catch up on 
their spells. 

On the 
other hand, 
camping takes 
up valuable 
time (especially 
if you have a lot 
of injuries to heal) and it 
doesn't offer a complete re¬ 
spite from battle. You can still 
be attacked while encamped, 
although you're given ample 
opportunity to assume a de¬ 
fensive posture before the en¬ 
emy actually joins battle. 

Take time to familiarize 
yourself with the spells and 
prayers carried by your mages 
and clerics. While fighting is a 
fairly intuitive act, limited 
mainly by the weapons at hand 
and your own experience, 
casting spells and invoking 
prayers requires considerably 
more thought. The midst of a 
battle is no place to figure out 
what spells you have and how 
to cast them, so it's a good idea 


to work with your non-fight¬ 
ers early in the game. And don't 
forget that clerics and mages, 
while designed for more spiri¬ 
tual tasks, can always be called 
on to heave a nice, solid rock or 
a dagger when the going gets 
tough. 


CHANGING COURSES 

The henchmen of the evil 
Xanathar ha ve redesigned and 
renovated a good deal of the 
Waterdeep sewer system, so 


much so that your maps may 
be hopelessly outdated in cer¬ 
tain areas. Oi particular con¬ 
cern are the switching areas, 
where the direction in which 
you're traveling will suddenly, 
and without warning, reverse. 
That alone is reason enough to 
keep a constant eye on your 
compass. Usually — but not 
always — you can extricate 
yourself from these traps by 
walking forward slowly until 
you see the compass heading 
reverse. When that happens, 
take one step back (don't turn 
around, just back up) and then 



The Kuo-Toa is as clumsy and slow as it looks, but it can cast deadly lightning 
bolts. Your best strategy is to dodge the first bolt, then rush in and attack before 
the Kuo-Toa can summon more lightning. 




























mORIGIH 


All new graphics - the latest advances in 3-D technology! 

Dynamic Intelligence - the better you fly, the better your foes fly! 
Totally new challenges - including bombers, tailguns and more! 
Instant replay - get on audience-eye view of the action!' * 
Digitized speech - unique voices for every character!* 

Cinematic storytelling - you're the star in a whole new story! 


Available in retail stores or call: 1-800-999-4939 i^or Visa/Mastercard orders. 























opened and closed 
by pressing the 
floor pads in the 
correct sequence. 
A fall here won't 
be fatal, at least 
not right away, 
but be ready to 
fight. 


Hardware requirements: 
640K minimum memory; 
VGA, MCGA, EGA, CGA, 
and Tandy 16-color graph¬ 
ics; supports Ad Lib and 
Sound Blaster sound boards; 
hard disk and mouse rec¬ 
ommended. 


step forward again. This little 
trick should get you moving in 
the right direction once again. 

Eye of the Beholder, with its 
dazzling animated graphics 
and fine soundtrack, is a quan¬ 
tum jump in AD&D gaming. 
Veterans of this genre may at 
first be put off by such dy¬ 
namic changes, but almost 
certainly even the most con¬ 
servative adventurers will 
eventually come to appreciate 
the added di¬ 
mensions. Credit 
for the metamor¬ 
phosis must go to 
Westwood As¬ 
sociates, whose 
last effort. Cir¬ 
cuit's Edge, was 
winner of the 
1990 GAME play¬ 
er's Award for 
Best Graphic Adventure. 
Circuit's Edge, a cyberpunk sci- 
fi role-playing game, had at¬ 
mosphere you could cut with 
a sword, and much of the cre¬ 
ative presence in that game 
can be felt in this effort as well. 
Eye of the Beholder is another fine 
addition to SSI's Advanced 
Dungeons & Dragons lineup, 
and a great introduction to the 
series for anyone new to 
questing. 



Some doors can be unlocked only with 
a certain type of jewel. The jewel can 
always be found on the same level as 
the door it fits, so note the door's 
location and return when you've un¬ 
covered the right gem. 



Unless you're strong and well-rested, you shouldn't do too much exploring in this 
museum. Taking more than three or four steps into the room makes the displays 
just a little too lively. 



Despite their imposing size, the Flinds rely almost exclusively on the element of 
surprise. If you begin to take hits from behind, it's almost certainly a Flind who's 
attacking. Try to find an alcove and use range weapons. 



The R.A.T.S. (Rapid Access Teleport 
System) can zip you from one spot to 
another on a level, often with unex¬ 
pected and unwanted results. Always 
be ready fora scrap when you emerge 
from a R.A.T.S. terminal. 
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o you think 
computer 
games are 
overpriced, 
that you don't 
get nearly 
what you pay 
for? Well, 
how's this for 
a bargain — 
with Space Quest IV: Roger Wilco 
and the Time Rippers, you not 
only get the aforementioned 
game, but three other games. 




Ever since the forgettable encounter 
with the Sariens, the Sequel Police 
have hounded Roger's every misstep. 
Now they're taking orders from that 
loutish lump, Sludge Vohaul. 


two of which are yet to be 
written. How's that for creative 
marketing on the part of Sierra 
On-line? 

Of course, only in the 
spaced-out world of Roger 
Wilco, galactic hero and 
sanitation engineer, are things 
so convoluted that you 
experience adventures that are 
now but a gleam in some 
designer's eyes. First he's 
zapped to a terrifying future in 
Space Quest XII: VohauTs 
Revenge II, then it's a less-than- 
relaxing visit to Estros in Space 


Space Quest IV: 
Roger Wilco and the 
Time Rippers 

GARY MEREDITH 



Don't believe what you've heard about 
time rips being fun ■ unless you 
enjoy the feeling of having your 
innards displaced across the entire 
time-space continuum. 



The first order of business on this 
devastated future Xenon is a little 
exploration, but stay away from the 
zombies who roam the streets. 


Now this is the sort of place a guy like Roger can understand. The sewage control 
center offers a brief respite from the zombies and killer drones, and provides a few 
pieces of the Xenon puzzle. 


Quest X: Latex Babes of Estros. A 
quick blast from the past. Space 
Quest I: The Sarien Encounter, 
serves as a prelude to his final 
confrontation with an old 
acquaintance who's bent on 
revenge. 

The long-awaited sequel to 
Space Quest III: The Pirates of 
Pestulon does not disappoint in 
either its storyline or its 
execution. When we last saw 
our intrepid hero, he had just 
dropped off those Two Guys 
from Andromeda at Sierra's 
Earth headquarters. As we 
rejoin Roger, he's on something 
of a sabbatical down on the 
planet Magmetheus. 

But Roger is second to none 
when it comes to attracting 
trouble, so we're not surprised 
when the Sequel Police drag 
him out of his favorite Mag- 
methean watering hole. The 
Sequel Police, it seems, are only 
acting under the direction of 
Roger's old nemesis. Sludge 
Vohaul. Sludge, still smarting 
from the defeat he suffered at 
Roger's hands in an earlier 
adventure, is back to eliminate 
the one man who could stand 
in his way of total domination. 

Eortunately, Roger has 
allies, though their identities 
are as much a mystery to him as 
they are to us. And when they 
toss him into a "time rip" that 
carries him to a devastated 
planet, Roger's not really 
certain they did him any favor. 
The wasted planet is his home 
world. Xenon, which he soon 
discovers was the target of a 
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dastardly plot. Summoning all 
his ingenuity, Roger manages 
to stow away aboard a Sequel 
Police patrol ship, then hijack 
a vessel (a "time pod") which 
takes him to places, and times, 
imknown. 

While all this is 
transpiring, you, as Roger, 
must collect articles to use in 
your battle against Vohaul. 
This is the prime directive of 
all Sierra graphic adventures, 
but it bears repeating: The lack 
of any logical use for an object 
is certainly no reason for 
leaving it behind. This includes 
disgusting cigar butts and 
sticky gum wrappers. After all, 
Roger is a sanitation engineer, 
so if anyone can find a use for 
all those discarded odds and 
ends, it's him. 

Roger's knowledge of 
time pod navigation is 


microscopic, but his luck is 
definitely macro, so it's no 
surprise that his befuddled 
fingering of the ship's 
navigation console lands him 


in exactly the right place. Of 
course, based on his past 
experiences, it's easy to 
imderstand why Roger doesn't 
immediately recognize the 



With 104 yards left to the pin, a slight 
northwest cross wind and an intimidating 
bunker to your right, your body is tired but 
your mental game is as sharp as its ever 
been. So, what’s your next move? 

The golf fanatics at Access Software have 
n^^e available the ultimate, most authentic 

color VGA graphics ate required to play. 


golf experience possible. And it’s called 
LINKS. 

LINKS combines 256 color, VGA graphics* 
with patented RealSound ® and incredibly 
accurate renderings of championship 
courses,* including Torrey Pines in San 
Diego. Nothing else except LINKS offers 





















fortuity of his arrival on the 
planet Estros. 

And it appears that 
Roger's misgivings may be 
well-founded when he's 
captured by Zondra, an 
Amazon with a rather large 
chip on her shoulder. After 
accusing Roger of jilting her 



Taking the shortest route possible, 
you manage to stow away and make 
the trip up to the dome where the 
Sequel Police are quartered. The 
guards preclude any extensive 
exploration at the moment, however. 



With the guards breathingdownyour 
neck, you're not too particular about 
which destination code you punch 
into the console. Remember that the 
Sequel Police will be able to trace 
your trip. 

many years ago, Zondra and 
her bench women haul our boy 
off to their cave for a torture 
session involving an electric 
hair remover that should have 
been recalled before it was 
released. When a giant sea slug 
interrupts the girls' fun, some 
quick thinking saves Roger's 


epidermis, and earns him an 
invitation to accompany 
Zondra on her weekly 
shopping safari to the Galaxy 
Galleria. 

Inside the Galleria, Roger 
is able (with the help of a tight 
black skirt) to pick up enough 
buckazoids to buy an adaptor 
for the mini-computer he 
found back on Xenon. Just to 
make things a little more 
challenging, you first must find 
a way to get into the computer 
complex on Xenon, so you'll 
know which part to order from 
the Radio Shock store at the 
Galleria. 

But getting off the Galleria 
is not nearly as simple as 
getting on it. In one of the 
trickier parts of the game, an 
exact sequence of actions must 
take place in order for Roger to 
elude the Sequel Police. 



you this level of golfing experience. BhMF . ->'vT _ 

Put yourself there with LINKS. Call your 
shots and strengthen your mental game. 

Phone Access at 1-800-800-4880 or contact Phone Access at 1-800-800-4880 
your local software Pro Shop. Access 
software unconditionally guarantees your 
purchase satisfaction or your money back. 


WCWW Supports All 

^‘JNCORPORATED Major Sound Boards 


lilabl*. 


*Other championship i 

























The Galleria section, as 
well as a couple of other areas 
in the game, are good examples 
of why it's so important to save 
often in this type of game. It's 
not unusual to do a lot of 
experimenting to get a 
sequence just right, and if you 
have to go through a whole 



Zandra's the kind of woman Roger 
has often dreamed of, but this doesn't 
look like the start of a beautiful 
relationship. Still, this can't be any 
worse than what the pursuing Sequel 
Police have in store — or can it? 



Thoreen definitely has some unresolved animosities, but what you're concerned 
about now is escaping. Defeating the approaching sea slug will get you on 
Zandra's good side. 


really cautious, you might end 
up filling several directories 
with saved games, but even so 
it's better to be safe than lying 
facedown on an alien world 
with a smoking crater in your 
back. 

Once you've found the 
right computer part and 


enough, there are also android 
guards to deal with. 
Everything leads to a climax 
that may pose more questions 
than it answers, but you've 
had so much fim getting there 
that you hardly notice. 

For those expecting the 
usual Space Quest sur- 



Mecca for tasteless fashions and overpriced merchandise, the Galaxy Galleria 
could be an important stop before heading back to Xenon for a duel with Vohaul. 


chain of events over and over 
again, you may find yourself 
quickly growing tired of it all. 

Then too, as with other 
Sierra efforts, instant 
termination is an all-too- 
common occurrence. If you're 


managed to make your way 
into the Xenon computer 
complex, you still must 
unravel the Escheresque 
layout of the platforms inside. 
As if the design of the 
walkways isn't confusing 



Whileyou might thinkthata "manly" 
man like our Roger would rather be 
out doing something, well...manly, a 
visit to Sack's should definitely be 
included on his itinerary. 


roundings, only with better 
graphics, there may be a few 
surprises. The most obvious is 
the new interface, which 
completely does away with the 
old type-entry system. In its 
place is an icon-based point- 
and-click interface for use with 
a mouse or joystick (you can 
use the cursor keys, but it's 
unwieldy and slow). There's a 
drop-down menu bar with all 
the usual controls, but most of 
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A MAStSmUY DETAILED SIMS, 

IN WB MIDDLE EAST-PASTaW: 




m i OF WAli 




mmxm 


► Historical scenario lets you fight 
the entire 1973 Arab/Israeli conflict 
on an operational level! 

► Hypothetical 1990’s scenario 
thrusts you into the modern-day 
Middle East, and will test the limits 
of your skill in a modem desert warl 

► Brigade/division level - you control 
every detail of land/air war down to 
individual infantry squads, vehicles 
and gun tubes! 

► Two scenarios, sbc difficulty levels, 
multiple options, incredible detail! 


TO ORDER: VISA/MC-Ca\\ 1-800-245-4525 
(in USA & Canada). BY MAIL- Send check or 
ey order to Electronic Arts, P.O. Box 7530, 
Mateo, CA 94403. To receive SSI’s corn- 
product catalog, send $1,00 to; SSIy-675 
anor Ave., Suite 201, Sunnyvale, CA 94086. 


Israeli troops counterattack the Syrian 
thrust into the Golan Heights. 


Israeli player allocates F-4 fighters for 
air superiority and to hit Arab targets. 


hypothetical conflict, the Egyptian 
prepares to strike across the Suez 
Canal into the demilitarized Sinai. 



m, iwe: 































It's obvious that there's very little 
that Roger won't do to reach his goals. 
For some reason, this getup fools 
everyone except the usually dense 
Sequel Police. 


Hardware requirements; 
640K minimum memory: 
80286 or faster computer; 
hard disk required; MCGA 
or VGA graphics; major 
sound boards supported; 
mouse or joystick 
recommended. 




There's something in the bar you need, but these fun-loving guys aren't about to 
let you get to it without some difficulty. Perhaps a commotion outside the bar 
would divert their attention. 

and lots of detail and depth 


have been added. Especially 
in the treatment of 
backgrounds, there is a 
marked resemblance to some 
Dynamix offerings (Dynamix 
recently became a subsidiary 
of Sierra). 

Finally, the soundtrack. 


effective. If you're the kind of 
person who abhors shopping 
centers, you might even have 
an attack of mall-terror shakes 
during the Galleria segments. 

If you're looking for 
valiant, stone-faced, lantern- 
jawed heroes fearlessly 
undertaking noble, sacred 
quests in total altruism, forget 
it. Not here! Noway,unh-unh, 


It seems like only yesterday that Roger was a 16-color novice on his first 
adventure. The rest of the universe, and computer graphics technology, seem to 
have passed Ulence Flats by. 


Going from 16 colors to 256 
colors is a big jump, especially 
when you're tinkering with 
one of computer gaming's 
legends, and Sierra has 
handled it well. None of the 
original charm has been lost. 


when played through one of 
the many supported sound 
boards, is up to Sierra's usual 
high standards. The segueing 
of melodies as you move from 
store to store inside the Galaxy 
Galleria is particularly 


In the computer's central control, the 
fate of Xenon's millions rests with 
Roger. Calling his impending 
discovery unsettling would be the 
understatement of the millennium. 


nope, not a chance. This is 
Roger Wilco we're talking 
about, remember? The key 
word in Space Quest TV: Roger 
Wilco and the Time Rippers is 
"fim." Anyone with a yen for 
irreverent, off-the-wall 
mayhem (the standard 
descriptive phrase for any 
Space Quest game) won't be 
disappointed with Captain 
Wilco's latest exploits. 


the important action icons can 
be accessed by clicking the 
right mouse button. 

It took awhile for many of 
the Sierra aficionados in the 
office to get used to the new 
interface. After a while, 
however, most hardly missed 
those tussles with the text 
parser that used to be such an 
inherent part of the Space 
Quest, King's Quest, and 
Leisure Suit Larry series. 

The other prominent 
difference in this latest 
installment is the new graphics. 


Some things never change. Roger is 
mightily tempted to play the latest 
version of Astro Chicken, but he really 
needs to find a way off this 
interplanetary shopping mall. 
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TMEQUEST 


The unthinkable has happened — a renegade 
from the Temporal Corps has stolen a time travel 
machine and gone into the past to alter critical 
events in human history. Only you can prevent 
this madman from rewriting history and destroy¬ 
ing current civilization. 

A high speed chase through time, TIME- 
QUEST is a classic adventure game that features 
pageantry, danger, and puzzle-oriented adventure. 
The game is epic in scope, spanning four continents 
and three thousand years — from Stonehenge to 
Hitler. 

Criss-crossing time and space, you will travel 
to England, Rome, Peking, Cairo, Babylon/ 
Baghdad, and Mexico from 1361 BC to 1940 
AD, meeting Caesar, Hitler, Napoleon, Genghis 
Khan, Attila the Hun, Cleopatra, Michaelangelo, 
and many others. 


Rome 1940. Fool 
Hitler and Mussolini in 
thinking that Churchill 
has surrendered. 


England 452 A.D. 

Escape a death-hlow from 
RIothamus. the real-life 
King Arthur. 


legend is the company 
that finally got the adven¬ 
ture game interface 
right.” — Computer 
Gaming World 



Written by Bob Bates, author of Sherlock: The Riddle 
of the Crown Jewels and Arthur: The Quest for Excalibur, 
TIMEQUEST is the latest from Legend Entertainment, the 
company that brought you the hit game Spellcasting 101: 
Sorcerers Get All the Girls. A treat for science-fiction fans 
and adventure enthusiasts alike, the game features; 

□ high resolution EGA graphics 

□ superb musical score featuring RealSound as well as 
Roland and AdLib support 

□ unique Legend screen design with pushbutton options 

□ menu driven parser 



WLEGEND 

# ENTERTAINMENT COMPANY 


Marketed by MicroProse Software. Inc. 

ORDER DESK 1-800-879-PLAY 
9:00 AM-5;00 PM Monday-Friday 

180 Lakelronl Drive • Hunt Valley. MD 21030 
©1991 Legend Enlerlainmenl Comnany. TIMEQUEST is a reinslered 
trademirk of Legend Entertainment Company. ALL RIGHTS R^ERVEQ. 
EGA graphics shown above. Actual screens may vary. 








CHIPS & BITS • IBM & AMIGA GAMES 


IBM WARGAMES 

Action North Atlantic $28 
Action off River Plate $28 
Action Stations $29 

Am Civil War 1,2 or 3 $26 
Banzai $28 

Battle of Austerlitz $30 
Battle Tank Barbarosa $36 
Battle Tank Kursk $36 

Battles of Napoleon $32 

Battleship Bismark $28 

Blitzkrieg Ardennes $37 

Borodino $30 

Carriers at War $34 
Civil War $39 

Cohort $45 

Conflict $19 

Conflict: Middle East $39 
Conflict in Vietnam $12 
Crusade in Europe $28 
Decision at Gettysburg $32 
Fall Gelb $36 

Fifth Eskadra $36 

Fire Brigade $31 


Fleet Med $36 

Frontline $34 

German Raider Atlantis $28 
Gettysburg:Turning Pnt $39 
Golan Front $36 

Grand Fleet $36 

Grey Seas, Grey Skies $36 
Halls of Montezuma $26 
Harpoon $37 

Harpoon Set 2,3, or 4 $19 
Harpoon Editor $28 
High Seas $33 

In Harms Way $36 

Iraq Conflict $24 

Kampfgruppe $39 

Kriegsmarine $36 

Kursk Campaign $36 
Long Lance $36 

MacArthur's War $31 
Main Bttle Tank C Grm $36 
Main Bttle Tank N Grm $36 
Malta Storm $36 

Medieval Lords $39 
Midway $28 

Moscow Campaign $36 
Northern Fleet $36 
Operation Overlord $36 
Pacific Storm $36 

Panzer Battles $26 

Patton V Rommel $16 
Prelude to Jutland $28 
Red Lightning $12 

Rommel at El Alamein $36 
Rommel at Gazala $36 
Rommel North Africa $26 
Rorke's Drift $39 

Second Front $37 

Seventh Fleet $36 

Shiloh:Granfs Trial $34 
Strike Fleet $16 

Stalingrad Campaign $36 
Storm Across Europe $39 
Suez 73 $39 

$36 


IBM STRATEGY 

Ancnt Art War or at Sea$31 
Ancnt Art War in Sky $34 
Armada 2525 $33 

Bandit Kings of China $37 
Black Gold $33 

Breach 2 Enhanced $19 
Breach 2 Scenario Disk $15 
Castles $37 

Centurion $33 

Command HQ $34 

Designasaurus 2 $28 

Dino Wars $28 

DRAGON Force $31 
Empire $31 

FireTeam 2200 $33 

Full Metal Planet $31 
Genghis Khan $37 

Gold of the Americas $12 
Guns or Butter $21 

Hidden Agenda $39 
Imperium $28 

Ij'Empereur $45 

l|iberty or Death $45 


Lost Patrol $29 

Medival Warriors $29 
Nobunaga 1 or 2 $37 

Nuclear War $33 

Ogre $19 

Omega $30 

Operation Combat $29 
Overlord $28 

Paladin $28 

Populous $31 

Populous & Simcity $39 
Populous Promise Land$14 
Power Monger $39 

Project Moonbase $29 
Project Space Station $15 
Railroad Tycoon $34 
Reach for the Stars 3 $12 
Renegade Legn Intcptr $37 


IBM WARGAMES 

Typhoon of Steel $39 
UMS 2 Nations at War $34 
UMS 2 Desert Storm $22 
UMS 2 Planet Editor $28 
Waterloo $12 

White Death 


IBM STRATEGY 

Revolution 76 $33 

Romnc 3 Kngdm 1 or 2 $42 
Rules of Engagement $33 
SimCity $29 

Simcity & Populous $39 
SimCity Graphic 1 or 2 $23 
SimCity Terrain Editor $15 
SimEarth $41 

Space MAX $41 

Star Control $29 

Starfleetl or2 $39 

Stellar Crusade $12 
Sword of Aragon $28 
Warlords $29 

Worlds at War $30 

IBM TRADITIONAL 
Amarillo Slim Poker $29 
Battlechess 1 E or VGA$32 
Battlechess 2 $32 

Ceasar's Palace $15 
Check Mate $36 

Chessmaster2100 $31 
Clue Master Detective $25 
Cribbage King/Gin King $19 
Crossword Magic $34 
Edwrd 0 Thrp BIck Jck $34 
Electric Jigsaw $18 

Family Crosswords $28 
Family Feud $13 

Games People Play $34 
GO Deluxe $99 

GO Joseki Genius $39 
GO Junior $29 

GO Master $49 

GOT actical Wizard $ 39 
Grand Slam Bridge $24 
Hollywood Squares $15 
Hoyle's Games 1 or 2 $21 
Ishido . $34 

Jeopardy Silver Edition $15 
Jones in the Fast Lane $25 


Living Jigsaws $ 9 

Monopoly $27 

Oligopoly $34 

Penthouse Jigsaw $28 

Pinball Construction $ 9 
Price is Right $15 

Puzzle Gallery $34 

Risk $28 

Sargon 4 $34 

Scrabble $28 

Scrabble Deluxe $39 

Scruples $28 

Shanghai 2 $31 

Sorry $15 

Solitaire Royale $24 

Spot $28 

Stratego $31 

Strip Poker 2 or 3 $34 


StrpPkrDatal 2 3or4 $19 
Trivial Pursuit $28 

Trump Castle $25 

Vegas Casino 1 or 2 $10 

Vegas Gambler $28 

Wheel of Fortune Gold $15 

Wrid Chmp Backgamn $32 




'MEGAFORTRESS: 
FLIGHT OF THE OLD 
DOG' by Three Sixty 
Pacific will become the 
standard for bomber 
flying simulations. 
Complete with offensive 
and defensive weapons 
and tl 

technology the B52 
Megafortress is capable 
of attacking any target 
in the world. Sound 
board support, 256 
color graphics, and 
multiple camera angles 
make this a state of the 
art simulation. $37 




Hero's Quest 1 or 2 $34 

Keef the Thief $16 

King's Bounty $20 

Knights of Legend $30 

Legacy of the Ancients $ 9 

Lord of the Rings 1 $36 

Magic Candle 1 $24 

Magic Candle 2 $39 

Mechwarrior $33 

Megatraveller 1 or 2 $34 

Midwinter 1 or 2 $30 

Might & Magic 1 & 2 $33 

Might & Magic 3 $39 

Mines of Titan $12 

Phantasie3 $12 

Pirates $16 

Planet's Edge $39 

Prophecy 1 $12 

Questron2 $12 

Scavengers $34 

Sentinal Worlds $18 

Sorcerian $34 

Space 1889 $31 

Space Rogue $30 

Spirit of Excaliber $32 

Star Command $34 

Star Saga 1 or 2 $34 

Starflight 1 $19 

Starflight 2 $33 

Sword of the Samurai $ 19 

Swrd Samrai & Pirats $29 

Tangled Tales $21 

Times of Lore $28 

Tunnels & Trolls $20 

Twilight 2000 $37 

Ultima Martian Dreams $37 

Ultima Savage Empire $34 

Ultima Trilogy, 4 or 5 $35 

Ultima 6 $39 

Ultima 7 $45 

Wasteland $16 

Wizardry Cosmic Forge $37 
Wizardry Trilogy $34 

Wizardry 4 $19 

Wizardry 5 $34 

Wizardry 7 $39 

Xenomorph $34 


King's Quest Ea $10 
Leisure Suit Larry $10 
Manhunter NY or SF $10 
Maniac Mansion $10 
Might & Magic 1 or 2 $10 

Neuromancer $10 

Police Quest 1 or 2 $10 

Pool of Radiance $10 
Puzzle Gallery 1 $10 

Quest for Clues 2 or 3 $21 
Quest for Glory $10 
Rise of the Dragon $10 
Search for the King $10 
Secret of Silver Blades $10 
Sentinal Worlds , $10 

Space Quest 1,2,3 or 4 $10 
Starflight 1 or 2 $10 

Ultima 4, 5, or 6 $10 

Wasteland $10 

ZakMcKracken $10 
IBM ACTION / ARCADE 
Airborne Ranger $16 

Air Strike USA $19 

Amazing Spiderman $25 
Apache Strike $ 9 

Arachnaphobia $28 
Arkanoid 2 $28 

Artura $ 9 


I'TIMEQUEST' from 

LEGEND Is a time 
travel, puzzle oriented 
adventure game. 
Spanning 4 continents 
and three thousand 
years. Travel to Rome, 
England, Mexico, Cairo, 
Babylon, Baghdad, and 
Peking. Meet Caesar, 
Hitler, Genghis Khan, 
Napoleon, Cleopatra, 
Michelangelo, Attila the 
Hun, and others. With 
a menu driven parser 
CGW says "Legend got 
the adventure game 
interface right." $29 
Pipe Dream $19 

Power Drift $25 

Powerdrome $28 

Punisher $25 

Resolution 101 $24 

Rotox $28 

Silpheed $21 

Space Ace $37 

Starblade $24 

Starglider 2 $31 

Stellar 7 $21 

Storm Lords $24 

Superman $28 

Super Off Road $24 

Teenage Mtnt NnjaTrtI $24 
Tetris $24 

Terrorpods $28 

Thexder1or2 $21 

Troika $25 

Untouchables $28 

Vaxine $28 

Viking Child $34 

Welltris Tetris 2 $24 

Xenocide $32 

X Men lor 2 $25 

Zany Golf $16 

Zombie $12 

Zoom $22 


To The Rhine 


$33 





















FOR LESS • CALL 800 - 753 - GAME 


IBM ADVENTURE 

Altered Destiny $34 
Arthur Quest Excaliber $28 

Black Cauldron $25 
Cartel $37 

Chmbr Sci Mutnt Prstss$15 
Circuit's Edge $12 

Code Name: Iceman $34 
Colonel's Bequest $34 
Conquests of Camelot $34 
Conspiracy Deadlock $34 
Countdown $37 

Covert Action $34 

Crime Wave $37 

Cruise for a Corpse $34 
David Wolf:Scrt Agnt $15 
Die Hard $28 

Don't Go Alone $28 
Duck Tales $28 

Earthrise $34 

East V West:Berlin'48 $34 


Elvira $34 

Fool's Errand $12 

Future Wars $28 

Galleons of Glory $29 

Gamma Force $12 

Gold Rush $25 

Heart of China $37 


Honeymooners $12 
Hostage $28 

Hound of Shadow $28 
Indy Jones Lst Crsade $22 
It Came from the Deser1$20 
James Bond Stealth $34 
Joan of Arc $31 

Journey $12 

King's Quest 1 $34 

King's Quest 2 or 3 $28 

King's Quest 4 $34 

King's Quest 5 EGA $34 

King's Quest 5 VGA $39 


Leather Goddesses $12 

Leisure Suit Larry 1 $25 

Leisure Suit Larry 2or3 $34 

Leisure Suit Larry 4 $39 


IBM AD & D 

Champions of Krynn $32 
Curse of Azure Bonds $32 
Death Knights of Krynn $32 
Dragon Strike $32 

Dragons of Flame $12 
Eye of the Beholder $32 
Gateway Savge Frontier$34 
Hilisfar $32 

Heroes of the Lance $12 
Pool of Radiance $32 
Secret of Silver Blades $32 
WaroftheUnce $31 
IBM ADVENTURE 
Secret Monkey Island $39 
Seven Spirits of Ra $17 
Sex Vixens from Space $28 
Shadowgate $31 

Shadows of Mordor $28 
Shogun $12 

Sinbad $15 

Snoopy $12 

NEMESIS GO' from 
TOYOGO 
ultimate computer GO 
program. With the 
simplicity of checkers 
3 complexity of 

enjoyable recreation 
serious strategy 
GO MASTER is 
basic GO player and 
itor JOSEKI GENIUS 
adds complex corner 
openings. TACTICAL 
WIZARD is the ultimate 
offering in depth 
al analysis. GO is 
4000 years 

Space Quest 1 or 2 $28 

Space Quest 3 $34 

Space Quest 4 $37 

Spellcasting 101 or 201 $34 
Startrek 3 or 4 $28 

Startrek 5 $33 

Startrek:Nxt Generation $34 
Street Rod 1 $19 

Street Rod 2 $28 

Third Courier $34 

Three Stooges $19 

Time Quest $37 

Total Eclipse $28 

Twilight's Ransom $12 



IBM HARDWARE 

28612mhz System $299 
386SX 16mhz System $599 
3.5DDBoxof10 $10 
5.25 DD Box of 10 $ 8 

3.5 HD Box of 10 $16 

5.25 HD Box of 10 $10 

Ad Ub Sound Card $99 
AdUbMCA $149 

Ad Lib Speakers $15 
Dos 3.3 $59 

Dos 4.01 $69 

Flight Stick $46 

Flight Stick w Falcon $49 
Flpy Drive 3.5 HD 1.44 $69 
Flpy Drive 5.25 HD 1.2 $69 
Game Card 3 $39 

Hrd Drive 40MB 28ms $249 
Hrd Drive 80MB 19ms $449 
IDE Cntrllr 2FD/2HD $25 
Modem 2400 baud Int $69 
Mouse 3 Button $29 
Sound Blaster $139 
Snd Blaster Speakers $15 
Snd Blaster Voice Edtr $54 
VGA Card $79 

VGA Monitor $249 

IBM SPORTS 
3D Pool $25 

4th & Inches $15 

4th & Inches Teams $10 
ABC Mon Night wVid $37 
APBA Baseball $28 
APBA Baseball Encyc $34 
APBA Stat Master $39 
APBA Wizard $39 

APBA 1908-91 Ea $21 
APBA Bowling $19 

APBA Football $49 

Basketball Challenge $28 
Bball Ch.1987-88Ea$13 
BballCh. 1989 - 90Ea$17 
Blades ot Steel $26 
Championship Baseball $ 12 
Championship Football $12 
Championship Golf $12 
Cycles Grand Prix $28 
Days of Thunder $33 
Downhill Challenge $21 
Face Off $31 

Fast Break $17 

Grand Phx Circuit $17 
Greg Norman Golf $25 
Gretsky Hockey 2 $34 

Gretsky League $26 


Mixed Up Mthr Goose $25 
Monty Python $39 

Murder Club $28 

Murders in Space $24 

Neuromancer $31 

Night Hunter $25 

Oregon Trail $28 



IBM SPORTS 

LH Team Disks $15 
Links Golf $37 

Links Course 1 or 2 $22 

Madden Football $33 
Madden Team Disk 89 $19 
Magic Johnson Bball $ 9 


CUN5HIP 



Trick 


$28 


Police Quest 1 
Police Quest 2 
Prince of Persia $27 

Rise of the Dragon $34 

Rocket Ranger $19 

Romantic Encounters $31 

$38 


Where USA Carmen? $30 
Where World Carmen? $27 
Where World Deluxe? $49 
Where Time Carmen? $30 
William Tell $28 

Wonderland $37 

ZakMcKracken $16 
Zeliard $21 

Zork Zero $28 


WARLORDS' 

[strategic STUDIES 
GROUP is a huge eight 
player strategy game of 
empires and armies, 
[castles and heroes, 
monsters and dragons. 
Capture cities to 
increase production. 
Use your heroes to 
form alliances. Improve 
castles and garrison 
troops to defend your 
empire. Lay siege ' 
your enemies' castles 


Jordan V Bird $18 

Lakers v Celtics $33 

LH 3 in 1 Football $30 

LH Boxing $30 

LH College Basketball $30 
LH Full Count Baseball $30 
LH Hockey $30 

LH Pro Basketball $30 


Magic Johnson MVP $18 
Mario Andretti Racing $33 
Mean 18 $30 

Mean 18 Disk 2 $15 

Mean18Disk5&6 $25 
Microleague Baseball 1 $28 
Microleague Baseball 2 $31 
Microleague Baseball 3 $34 
ML W Series Decades $17 
ML 1982-1990 Ea $17 
ML All Stars $17 

ML Franchise Disks Ea $20 
ML Box Score Stats $20 
ML General Manager $25 
ML Roster Security $20 
Microleague Basketball $28 
ML Personal Pro Golf $28 
ML Wrestling 1990 $28 

Microleague Football $28 
ML Ftball GM/Qwners $25 
ML Ftball Team Disks $17 
Motocross $12 

MSFL Proleague Ftball $34 
MSFL Pro Draft $28 
NASCAR Challenge $34 
NFL Challenge $60 
NFL 1985-1987 Ea $15 
NFL 1988-1990 Ea $22 
NFL All Star Teams $22 
NFL College Alumni $22 
NFL Dream Teams $20 
NFL Greatest Teams $22 
NFL Roster Editor $20 
NFL Situation Editor $20 
NFL Proleague Football$49 
Nicklaus Unlimited Golf $37 
NG Course 1 234or5 $15 
Omni Horse Racing $19 
Pete Rose Baseball $12 
PGA Tour Golf $33 

Pro Tennis Tour 2 $33 

Rack'em $28 

Reel Fish'n $34 

Simulated Boxing $34 
Simulated Tennis $34 
Ski or Die $28 

Sport of Kings $18 

Star Rank Boxing $ 9 
Superstar Basketball $24 
Superstar Ice Hockey $28 
Superstar Soccer $22 
Take Down $12 

Tennis Cup $33 

TV Sports Basketball $33 
TV Sports Football $19 
WC Leader Board Golf $35 
W C Courses 1,2, or 3 $15 
Weaver Baseball 1.5 $19 

Weaver Commissioner $16 
Weaver 1988-1990 Ea$ 16 
Weaver 2.0 $39 


IBM SIMULATION 

688 Attack Sub $1! 

A10 Avenger $41 

A10 Tank Killer $21 

A10 Tank Killer Iraq $1! 
ATP $3' 

Abrams Battle Tank $1; 
GUNSHIP 2000' trom 
MICROPROSE 
multi helicopter combat 
simulation. You ( 

hundreds ot combat 
missions in the Persian 
Gulf & Central Europe. 

choose amongst the 
Apache, Longbow, 
Cobra, Kiowa Warrior, 
Blackhawk, Comanche, 
or Defender.Call in air 
& artillery support. A 
campaign game and a 
mission designer are 
included. $39 

Armour Alley $28 

Battle Command $33 
Battlehawks 1942 $22 

Blue MaxiAces VW 1 $19 
Cardinal of the Kremlin $31 
Crash Course $24 

Das Boot Submarine 



Death or Glory 

Elite Plus 

F117A Nighthawk 

F14 Tomcat 

FI 5 Strike Eagle 1 

FI 5 Strike Eagle 2 

FI 5 Scenario Disk 

FI 6 Combat Pilot 

FI 9 Stealth Fighter 

F29 Retaliator 

Falcon 3.0 

Flight of the Intruder 

Flight Simulator 4.0 

Aircraft & Scnry Dsgn 

Gun Boat 

Gunship 

Gunship 2000 

Heatwave 

Hoverforce 

Hunt for Red October 

Hyperspeed 

Instnt Facilities Locator 

Jet Fighter 2.0 

Knights of the Sky 

LHX Attack Chopper 

Life & Death 1 

Life & Death 2 

Lightspeed 

Ml Tank Platoon 

MegaFortress 

Mig 29 Fulcrum 

PHM Pegasus 

Red Baron 

Red Storm Rising 


IBM SIMULATION 

Sailing Simulator $39 
E or W Coast Voyages $39 
Sands of Fire $12 

Scenery Disk 1-12 Ea.$22 
Scenery Disk Hawaii $22 
Scenery Disk Japan $22 
Scenery Disk San Fran $22 
Scenery Disk W Europe$22 
Secret Weapon Luttwaff$39 
Silent Senrice 1 $ 7 

Silent Service 2 $34 

Solo Flight $ 7 

Stormovik $19 

Strike Aces $32 

Stunt Driver $32 

Stunts $33 

Tank $33 

Team Yankee $45 

Test Drive 2 $30 

TD2 Euro or CA Chal $15 
TD2SuprorMsclCars $15 
Test Drive 3 $32 

TD3 Road & Car Disk $19 
Their Finest Hour $37 

Thud Ridge $12 

Tracon2 $43 

Wing Commander 1 $39 

Mission Disk 1 or 2 $19 

Wing Commander 2 $45 

Woltpack $33 

Yeager's Air Combat $39 
Yeager's AFT 2.0 $19 

I WORLDS AT WAR' by 

Lyric Software is a 
I game ot naval combat 

Simple in concept, you 
play the tactical 
[study for an hour; orth 
campaign game for 
weekend. Features 
include random map 
generation, hidden 
movemnet, design your 

capture palnets to build 


CHIPS & BITS 

PO Box 234 
Rochester VT 05767 

802 -767 -3033 
800 -753-4263 

Visa & MC accepted. CODs $4 
Personal Checks Held 4 Weeks. 
Money Orders treated as Cash. 


UPS Ground $3/Order 
POBox,APO.FPO$4/Order 
2 Business Day Air $5 / Order 
Next Business Day $15 / Order 

Air Mail to Europe $12 Minimum 
Surface to Europe $6 / Order 
Air Mail to Canada $6 / Order 
HI. AK,PR Surface $6/Order 
HI,AK,PR2Day $10/Order 
Hardware Shipping May Vary 

■Includes Manufacturer's Rebate 
No Returns Accepted. 


Search for the King 



























ALTERNATE 

LIVES 

IMEIL RANDALL 

B.A.T. — 

A FRESH APPROACH TO ROLE PLAYING 


the game world rather than 
chasing the bad guys, and once 
your mission is over you can 
explore to your heart's content. 

B.A.T. stands for Bureau 
of Astral Troubleshooters, an 
organization which covertly 
seeks out crises, then cooper¬ 
ates with the local police forces 
to eliminate the problem.The 
B.A.T. collects its information 
from agents known as "blood¬ 
hounds" and from small robots 
which are sent into areas inac¬ 
cessible to human beings. 
B.A.T. agents are equipped with 
some type of weaponry, a few 
days' worth of supplies, and a 
personal computer dubbed 
B.O.B., which is implanted in 
the agent's right forearm. 

The B.A.T. universe is 
composed of several organiza¬ 
tions with similarly suspicious 
initials. The C.F.G. (Confedera¬ 
tion of the Galaxies) looks after 
many of the affairs of the uni¬ 
verse, and is itself a part of the 
U.M.R. (Union of World As¬ 
sembly), which develops laws 
and rules for all its member 
planets. 

There is, of course, a bad 


The Agent Creations 
screen is where you 
can adjust the 
attributes of your new 
agents. This is also 
where you decide on a 
weapon—makeyour 
decision carefully. 


-playing games 
are popular, and as a result they 
tend to be quite similar. In less- 
popular genres, game design¬ 
ers have an incentive — better 
sales — to enhance existing de¬ 
signs. But there's no reason for 
designers of role-playing games 
to make changes when they 
know that a game which is 
similar to previous designs will 
enjoy healthy sales. 

B.A.T., surprisingly 
enough, is truly distinct. 
Whether or not it will be easily 
accepted is another matter, but 
it is different. Al¬ 
though its gra¬ 
phically oriented, 
point-and-click 
interface highly 
resembles the one 
used in ICOM 
Simulation's Deja 
Vu series, B.A.T., 
from Ubi Soft, 
incorporates several elements 
we've never seen used in com¬ 
bination before. In addition, 
B.A.T. is much more rooted in 
exploration than in quest-ful¬ 
fillment. It's possible to spend 
much of your time exploring 


The gorgeous title 
screen demonstrates 
the richness of 
B.A.T.'s graphics. 
Not all the screens 
look this good, but 
many are excellent. 


guy. Actually there are two, 
Vrangor and his accomplice 
Merigo. Vrangor, a psycho¬ 
pathic genius, has escaped from 
prison and reappeared on the 
planet Silenia. Vrangor has 
managed to use one of B.A.T.'s 
secret frequencies to transmit a 
message: Unless the C.F.G. 
evacuates the population of 
Silenia within ten days and 
presents him with the deed to 
the planet, he'll detonate 16 
nucturobiogenic bombs hidden 
in the Silenian city of Terrapolis. 

Silenia is a major supplier 
of the raw materials for the im¬ 
portant fuel khergol, and the 
loss of the planet would be a 
major blow to the U.M.R. It's 
up to B.A.T. to track down 
Merigo and ehnaina te Vrangor, 
and— guess what?! — you're 
the agent that's been given the 
assigiunent. 

You start the game in an 
astroport on Silenia, just outside 
the city of Terrapolis. Your first 
task is to find the washroom, 
where you'll be given instruc¬ 
tions and other needed items. 
One of these is a hologram of 
Merigo, which you can use to 
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You can check into a room inside the 
Astroport Hotel, but it's expensive. 
Instead, see if you can get some 
information out of the attendant. 

ask the locals about his where¬ 
abouts and doings. Of course, 
flashing the hologram indis¬ 
criminately can get you into 
trouble, but the choice is yours. 
In any case, get out of the 
astroport quickly, because if 
you tarry anywhere too long 
you'll find yourself in a 
shootout. 

The game is presented as a 
series of graphics screens, and 
you use the mouse or keyboard 
to move your character and 
select objects on the screen with 
which to interact. The cursor 
changes according to the type 
of interaction you can perform. 
For example, when the normal 
cursor (B.A.T.'s logo) is on¬ 
screen, you can click the mouse 
button to access B.O.B., your 
personal computer. 

You can talk to any char¬ 
acter that has a word-bubble 
icon appearing over it, and a 
bottle icon (found in bars, 
naturally) means that a drink is 
available. A directional arrow 
appears whenever you can en¬ 
ter another location. Other icons 
are used to target enemies, re¬ 
veal if an item is available for 
purchase, and determine 
whether you can use a machine 
such as an elevator. There's 
even one (a heart) for making 
the acquaintance of a young 
lady at a dance hall in the city's 
red-light district. 

Interaction is the key to 
this game. There's a wide range 
of human characters to con¬ 
verse with, but you'll also meet 
a number of other types of 
characters during your mission: 
Skunks are anti-social rebels, 
kradokids are a lizardlike race, 
stickrobs are armed robots, and 
glokmups are 9-foot tall rob¬ 
bers and assassins. One of the 
weak points of B.A.T. is its lack 
of differentiation between two 
characters of the same type — 
once you've met one glokmup, 
you feel you've met them all. 


Nonetheless, you must use each 
encounter to learn all you can 
about Merigo and Vrangor, 
because you never know where 
you'll find help. 

When you create a charac¬ 
ter (you can use the one pro¬ 
vided, but it's more fun to make 
your own), you can adjust some 
of your character's attributes. 
These are called modifiable 
competences, as opposed to the 
basic competences (which can't 
be changed) and aptitudes 
(which are calculated from the 
competences). The basic 
competences are life potential, 
which starts at 99 percent; level 
(i.e., character level); experi¬ 
ence; calorie and hydration 
levels (yep, you have to eat and 
drink to keep your reflexes 
sharp); and credits (money). 

You can't alter these when 
creating a character, but they 
change constantly as the game 
goes on. The competences you 
can modify during character 
creation include force, intelli¬ 
gence, charisma, perception, 
energy, and reflexes. From 
these competences are calcu¬ 
lated aptitudes for chatter (i.e., 
smooth-talking), lockpicking, 
detection (of traps), electron¬ 
ics, climbing, evaluating, me¬ 
chanics, stealing, psychology, 
firing weapons, and so on. 

During this process, you 
also select one large weapon or 
two small ones. The Vokstrasof 
is a pen-sized weapon, not too 
deadly but easily concealed. 
The Beckman shoots a photonic 
beam and is shaped like a pis¬ 
tol. The Hacker 30 fires a burst 
of needles, and the Haas 10 is a 
pistol missile-launcher (two 
types of missiles are available). 
There's also the MOZ, an infra- 
sonic cannon, and the NOVA, a 
photon accelerator. Youreceive 
your weapon when you ren¬ 
dezvous with your contact in 
the astroport, so be sure to flee 
if you're attacked before you 
meet him. 

During combat sequences 
(which utilize the whole 
screen), you're presented with 
a pichire and a couple of icons. 
Ciieiconletsyouflee,andyou'll 
find yourself using it quite of¬ 
ten. If you're carrying two 
weapons, you must select one 
before firing. (If you have a force 
field, you can use it as well.) 
Combat is easy to perform, but 
it's also easy to get killed. 


Finally, there's B.O.B., the 
Bio-directional Organic Bio- 
puter. This is implanted in your 
arm, and is accessed by click¬ 
ing the left mouse button when 
the cursor is the B.A.T. logo. 
B.O.B. has four programs: one 
displays your characteristics, 
another shows your physical 
condition, and the third ac¬ 
cesses the automatic language 
translator (you'll need it often) 
and adjusts your heartbeat 
(normal, hibernation, or accel¬ 
eration modes). A fourth pro¬ 
gram lets you program B.O.B. 
to make these functions auto¬ 
matic. 

For example, you can tell 
B.O.B. to switch automatically 
to begin robot translation if you 
encounter a robot, and to enter 
alien translation if you meet an 
alien. You can have B.O.B. au¬ 
tomatically warn you if a par¬ 
ticular enemy is nearby, or to 
display messages if you become 
tired or hungry. You can also 
tell B.O.B. to accelerate your 
heartbeat during combat with 
certain kinds of creatures. 

There's more, but this de¬ 
scription should either whet 
your appetite or turn you away. 
Wandering through the icons 
can be a Uttle tedious at times, 
but after a few sessions you 
should get used to it. Also, 
you'll need a 
VGA card for 
B.A.T. — there 
are no EGA or 
CGA versions. 

If you're in 
search of some¬ 
thing different in 
the role-playing 
world, you owe 
it to yourself to give B.A.T.atry. 
And, whether you like the game 
or not, you've got to give Ubi 
Soft a lot of credit for trying to 
bring some variety to the world 
of role-playing games. 


G¥> 
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DESKTOP 
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WILLIAM R. TROTTER 


CARE FOR A SIEGE, MY LIEGE? 


C 



onsider the 
castle. Few other objects from 
mankind's bloody and turbu¬ 
lent past have so stirred the 
imaginations of painters, poets, 
and romantic souls in every 
walk of life. Never mind that 
castles were dank, drafty, 
unsanitary places in which to 
live — they have always 
seemed the very embodiment 
of power and majesty. 

For the dreamer, castles 
symbolize one thing; for the 
history buff, they are the central 
icon in one of the most fasci¬ 
nating and arcane fields of 
military science: siege warfare. 
Come on now, admit it. Haven't 
you dreamed of designing an 
"impregnable" fortress and 
defending it against besieging 
hordes? 

I've been entertaining 
these fancies a lot in recent days, 
for I've been lucky enough to 
have a chance to spend time 
with an early version of Castles, 
Interplay's new role-playing 
game for would-be monarchs. 
For me, Castles brings a classic 
fantasy to life, and 1 suspect 
many thousands of PC game 
players will feel the same way 
when the program hits the 


market this summer. 

Castles lets you experience 
the excitement of designing, 
building, managing, and ulti¬ 
mately defending the castle of 
your dreams. You start off by 
choosing to play either in a re¬ 
alistic environment (circa the 
11th and 12th centuries) or a 
mythical world (in which you 
deal with wizards and astrolo¬ 
gers as well as unruly dukes 
and bishops), both of which 
include a large patch of com¬ 
puter-generated terrain. In the 
Campaign mode, your ultimate 
task is the pacification of a huge 
territorial area by means of an 
entire system of fortifications. 

Once you've chosen your 
ground, you can start designing 
your dream fortress. The vari¬ 
ous components of castle ar¬ 
chitecture (towers, gates, and 
walls, their height and width 
completely adjustable) are dis¬ 
played in a column to the left of 
the terrain map. Simply click to 
highlight the piece you want to 
work with, then click again to 
emplace it on the ground. If the 
design needs modification, 
another click will just as easily 
erase a piece. 

Your design is limited only 


An overhead view shows the 
design of your castle, complete 
with outer walls, inner walls, 
turrets, and gates. 


by your imagination and by the 
amount of funds in your ex¬ 
chequer. You're faced with a 
plethora of decisions: How high 
shall the walls be, and how 
thick? How many towers, and 
should they be round orsquare? 
One gate or two? Shall there be 
a powerful irmer keep, or would 
it be better to use the funds and 
manpower to dig a deep moat 
around the entire structure? 

Of course, once you've 
managed to achieve the design 
you want, you'll have to be 
monarch enough to finish the 
project before your enemies — 
who are numerous and ag¬ 
gressive —start moving against 
you. Castles can't be built with 
mental fancy alone; they require 
considerable funding and 
thousands of man-hours of in¬ 
tensive labor. Should you tax 
the peasants 'til they groan, and 
work them until they drop like 
flies? Or should you adopt a 
more reasonable policy and nm 
the risk of being assaulted be¬ 
fore the walls are finished? 

At random moments dur¬ 
ing the course of a game, the 
building program will be in¬ 
terrupted by messengers and 
supplicants, demanding your 



















Once your design is complete, the work of building your castle — using authentic 
methods of construction —gets under way in animated form. 


kingly decision about some 
matter of state or justice. A 
neighboring baron appeals for 
50 infantrymen to help him put 
down a plague of bandits—do 
you weaken your own garrison 
in order to help him, or do you 
refuse his entreaties and nm 
the risk of having him turn on 
you later in the game? There 
are also troublesome quarrels 
between the local church au¬ 
thorities and the secular ad¬ 
ministration —should you take 
sides or simply try to remain 
aloof? 

All such decisions have 
consequences in Castles, and the 
aggregate wisdom or folly of 
your policies will have definite 
long-term effects on your re¬ 
sources, your strategic health, 
and the loyalty of your vassals. 

Interplay's Scott Bennie, 
who produced the game in 
conjunction with developers at 
Quicksilver Software, said 
there was a philosophy behind 
the role-playing elements of 
Castles. “A medieval monarch 
who ruthlessly oppressed 
people and bled them white 
with taxes simply invited 
treachery, but on the other 
hand, a king who tried to please 
everybody would lose respect 
and authority very rapidly. A 
proper king had to try always 
to act in the enlightened inter¬ 
ests of the state as a whole. It 
was not easy, and we make sure 
it's not easy in the game, too." 

The animated castle¬ 
building scenes are spectacu¬ 
lar; Tiny swarms of workers 
dig moats, erect scaffolding 
along the walls, and quarry 


stone for the towers, while im¬ 
patient nobles ride from site to 
site on horseback and diminu¬ 
tive hod-carriers scurry back 
and forth with wheelbarrows. 
The simulated construction 
methods and their graphic 
representation are authentic to 
the period, and were designed 
to resemble the wonderful pen- 
and-ink drawings in David 
Macauley's classic book, 
Castles. 

Indeed, Interplay took as 
its basic historical model the 
actual 11 th-century fortification 
program undertaken by Ed¬ 
ward I in his campaign to pacify 
Wales by building a series of 
fortresses whose strength and 
scale still inspire awe in any¬ 
one who beholds them. 

To cite but one instance of 
authenticity, the game will not 
permit you to build any un¬ 
stable towers, gates, or walls 
(i.e., segments of masonry un¬ 
supported by other walls, or 
too long and high for the sup¬ 
port they do have). 

The animated building se¬ 
quences, and the furious battles 
which develop when the castle 
is besieged, elicited gasps of 
wonder from even our most 
jaded editors. Given the vol¬ 
ume of games that comes 
through these offices, it's a rare 
program indeed that inspires 
an ^itor to call his or her col¬ 
leagues and tell them, "Drop 
whatever you're doing and 
come to my office; you'vegot to 
see this!" 

Diuing the sieges, the en¬ 
emy will wheel towers and bat¬ 
tering rams to your walls, send 


sappers to fill in the moat, and 
maintain a steady rain of ar¬ 
rows to cover his activities. If 
he's successful, you'll experi¬ 
ence the disturbing sight of 
watching one of your towers 
crumble into a heap of rubble. 
As leader of the defenders, you 
must allocate units of archers 
and infantry, shuffling them 
from point to point to meet each 
new crisis, while other defend¬ 
ers pour cauldrons of molten 
lead or boiling water down on 
the heads of the most threaten¬ 
ing attackers. The dynamics of 
siege warfare are simulated 
with remarkable realism; in this 


game, epic deeds are possible. 

Now that Interplay has 
designed such a fine basic en¬ 
gine for siege warfare, it seems 
only logical that Castles will be 
a point of departure for future 
simulations of actual siege 
campaigns. It is not too far¬ 
fetched to imagine a time when 
you can sit down at your com¬ 
puter and relive Joan of Arc's 
triumph at Orleans, the backs- 
to-the-wall stand of the Knights 
of Malta against the Ottoman 
hordes, or 



gance of 

the Golden Age of Fortification 
epitomized by the grea t Vauban 
and his disciples, whose for¬ 
tresses were designed as elabo¬ 
rately as a Bach fugue. 

My conversation with 
Scott Bennie confirmed that 
Interplay has plans for some 
exciting future projects based 
on Castles, but the company is 
understandably reluctant to 
name them in specific detail at 
this early stage. All Mr. Bennie 
would say, with the quiet and 
confident chuckle of a game 
producer who has just heard 
an editor rave about his latest 
program, was: "You ain't seen 
nothing yet!" 

Oh, yes, 1 have. 

<SP 


Castle construction is 
sometimes interrupted by 
messengers and sup¬ 
plicants, demanding your 
wisdom about some mat ter 
of state. Your decisions in 
this role-playing aspect of 
the game are critical, with 
long-ranging effects on 
your success or failure. 
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CHUCK YEAGER'S AIR COMBAT: 
FLYING THE UNFRIENDLY SKIES 



I miracles 
never cease? I finally broke 
down and replaced my faithful 
old PC/AT clone last month. 
Although the slothlike perfor¬ 
mance of Microsoft Windows on 
my AT was one reason for my 
decision, the last batch of en¬ 
tertainment software that 
crossed my desk for review was 
the major factor that led to my 
V acquisition. Roughly half 
of the packages recommended 
nmning the progranas at speeds 
way above the top end of my 
AT. 

If your PC just isn't cutting 
the mustard when it comes to 
the hot new simulations, at least 
be glad you've got several op¬ 
tions available. You could pick 
up one of the increasingly af¬ 
fordable 386's on the market, 
but if you can hold out a bit 
longer you might want to wait 
until the end of summer for the 
arrival of machines based on 
Intel's new 486SX chip. They'll 
be less expensive than standard 
486 systems, and another plus 
is that you won't be short on 
computing speed and muscle 
when 1992's simulahon soft¬ 


ware starts rolling in. 

After a month with my 
new system (486 25Mhz), I'm 
fairly confident that I'm one 
step ahead of the software 
houses. Programs with vora¬ 
cious appetites for CPU cycles 
are delightfully manageable 
and responsive. 

As it turned out, my col¬ 
lection of flight simulation 
software benefited most from 
the upgrade. I can still recall 
walking into a local computer 
store back in 1980 and seeing 
my first flight software. It was 
subLogic's Flight Simulator, 
running on a 64K Apple II com¬ 
puter. The graphics were green- 
on-black wire-frame render¬ 
ings, and the jerky animahon 
was causing the Apple's 6502 
CPU to heat up like a griddle in 
a greasy diner. 

The primary intent of the 
original Flight Simulator was to 
model the mechanics of visual 
and instrument flight in a Piper 
Cherokee, and it succeeded 
admirably. To avoid the "all 
work and no play" syndrome 
inherent to many simulations, 
subLogic built a "World War I 


This backseat driver is 
usually welcome. If you 
get into a pickle, heeding 
Yeager's advice can keep 
you from becoming a 
finely sliced garnish. 


Ace" dogfighting game into the 
program. That aerial combat 
game has survived intact to this 
day, existing within Microsoft's 
Flight Simuhtor 4.0. 

Despite its fancy trappings 
and endless options, the pri¬ 
mary focus ofMicrosofF sFlight 
Simulator 4.0 has remained on 
faithfully simulating the pro¬ 
cess of peaceful and 
unobtrusive aviation. What's 
an aspiring air jockey with 
natur^y aggressive tendencies 
to do? 

I've had my fill of high- 
tech fighter simulations whose 
controls are only slightly more 
complex than those of the Space 
Shuttle. And I'm not particu¬ 
larly fond of flight simulators 
that faithfully reproduce the 
"twitchy" controls of today's 
fastest aircraft. It takes a lot 
more patience than I'm willing 
invest to deal with simulations 
that yield a "crash and burn" 
every time you sneeze. 

Fortunately, Electronic 
Arts dove in to my rescue with 
a pre-release copy of Chuck 
Yeager's Air Combat. To be per¬ 
fectly honest, I wasn't expecting 









to be bowled over, especially 
based on my experience with 
Chuck Yeager's Advanced Flight 
Trainer, released by Electronic 
Arts back in 1987. Advanced 
Flight Trainer concentrated on 
the test pilot process (i.e., de¬ 
fining an aircraft's performance 
envelope and handling char¬ 
acteristics), although there were 
some mildly interesting aerial 
race scenarios also included. 

The program never man¬ 
aged to grab more than my 
passing interest, but Advanced 
Flight Trainer appealed to 
enough people to become a 
certified platinum-level best¬ 
seller. In an effort to deal with 
nitpickers such as yours truly. 
Electronic Arts has pulled out 
the stops for Chuck Yeager’s Air 
Combat by calling on program¬ 
ming wunderkind Brad Iver 
son, the man largely respon¬ 
sible for the highly acclaimed 
LHX Attack Chopper. 

The basic structure of 
Yeager's Air Combat is simple 
enough. The Historic Mission 
scenarios form the heart of 
Yeager's Air Combat. Histori¬ 
cally faithful renditions of 
dogfights from World War II, 
the Korean Conflict, and Viet¬ 
nam give you the chance to fly 
six types of fighters against 14 
different opponents. Before 
each mission begins, prudent 
pilots can study the helpful 
tactical advice that's offered, 
and during dogfights. Uncle 
Chuck's visage occasionally 
appears in an on-screen win¬ 
dow to offer bits of wdsdom 
that could keep your bacon out 
of the frying pan. 

A mission-creation option 
let's you cast historical accuracy 
aside and design your own 
dream dogfight. Your fighter 



Should you tire of the Historic 
Missions, use the Create Missions 
option to give yourself the starring role 
in the dogfight of your dreams. 



One look at this Mustang and you'll be 
itching to get on your pony and ride. 
You can fly six different fighters, and 
— if you have the skill — flame 14 
types of opponents in the skies over 
Europe, fivrea, and Southeast Asia. 

type, altitude, number and 
types of opponents and their 
skill level may be varied to suit 
your tastes and talent. 

On a VGA-equipped ma¬ 
chine, the graphics in Yeager’s 
Air Combat are downright 
dandy. Besides fine, unclut¬ 
tered cockpits and extremely 
smooth motion, the rendering 
of the horizon line and semi¬ 
opaque clouds is especially 
pleasant. The visible features 
of other planes markedly in¬ 
crease as they approach, and 
the extremely high level of de¬ 
tail makes Yeager’s Air Combat 
the most realistic and visually 
appealing dogfight simulator 
I've tried. 

Aircraft handling in 
Yeager's Air Combat is quite 
forgiving, making it a pleasure 
to fly any of the six available 
aircraft. Thatdoesn'tmeanyou 
can afford to sleep at the wheel, 
though. Pull an unhealthy dose 
of G's and the world will grow 
dim as you begin to black out. 
Exceeding your plane's maxi¬ 
mum safe speed is likely to 
make more than your lunch 
come unglued. Lift failures, 
stalls, and spins lurk aroimd 
the corner, although under 
most circumstances you'll be 
hard pressed to get yourself into 
a truly imrecoverable flight at¬ 
titude. 

Yeager's Air Combat fea¬ 
tures most of the requisite bells 
and whistles I've come to ex¬ 
pect from a good flight simula¬ 
tor, including multiple views 
of the action, a VCR function 
for mission save and playback, 
and controls for adjusting 
sound and for setting the level 


of detail. Although it hadn't 
been implemented in the ver¬ 
sion I received, Yeager's digi¬ 
tized voice will be integrated 
into the final product. 

According to Brad Iverson, 
the toughest programming he 
encountered with Yeager's Air 
Combat was implementing the 
artificial intelligence routines 
that controlled the behavior of 
the enemy aircraft. In this early 
version, adversaries were 
prone to smooth-line flying, 
making them sitting ducks 
during head-on passes. In the 
fiiushed product, your foes will 
"jink" when engaged, making 
it tougher to score a hit. 

It looks like Electronic Arts 
may have another mega-hit on 
its hands with Chuck Yeager’s 



Air Combat. All that's needed to 
round out the version I took for 
a test spin is some "Top Gim" 
lessons in air combat. Accord¬ 
ing to my sources at Electronic 
Arts, those will come in the form 
of a thick manual that covers 
the ins and outs of aerial tactics 
and strategy. Then again, who 
needs it anyway? After all, 
Yeager was never known for 
doing things by the book. 

<SP 


The attention to detail in 
Chuck Yeager's Air 
Combat is impressive. Get 
any closer to this B-17and 
you'll be scraping paint 
off your prop. 
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DEATH KNIGHTS OF 


NEIL RANDALL 





1— ast year's Champions of 
Krynn was the first game in 
SSI's Advanced Dungeons & 
Dragons (AD&D) series to be 
set in the popular fictional 
world ofDragonlance. Because 
of its setting. Champions was 
somewhat different from other 
AD&D games, particularly in 
the various character races and 
classes available. Champions 
was different in one other re¬ 
spect as well. It offered a 
stronger and more coherent 
plot line, which resulted in a 
game that players could com¬ 
plete in a shorter time than 
usual for AD&D games. 

Obviously, the game was 
popular, because less than a 
year later we 
have a sequel. 
Death Knights 
of Krynn 
(DKK) picks 
up the story 
where Cham- 
pioMS left off. In 
fact, DKK lets 
you import 
your saved 
Champions characters, complete 
with most of their belongings. 
It's a true sequel, not just the 
next step in a series of games 
with a similar theme. 

Character races are the 
same as those in Cterapions: Hill 
dwarfs and mountain dwarfs 
are well-suited as fighters, 
paladins, thieves, clerics, and 
others; Silvanesti (high) elves 
attack well with long swords, 
short swords, and bows, and 
make excellent mages or mixed 
classes; Qualinestri elves are 
similar to the Silvanesti, but get 
along better with other races; 
Kinder are little folk, resistant 
to magic and capable of taimt- 
ing opponents into a rage; and 
humans are strong, and capable 
of becoming knights. 

Character classes, too, are 
identical to those in Champions, 


and mixed classes are encour¬ 
aged. Clerics and mages are the 
primary magic-users, the dif¬ 
ference being that mages must 
scribe spells into spell books 
while clerics need no such 
books. Clerics align themselves 
with a particular deity, who 
grants them special abilities. 
Mages must pay attention to 
the phases of the three moons 
in order to make the most of 
their magic. 

Fighters, paladins, and 
rangers all have particular 
strengths. Fighters are obvi¬ 
ously the best at combat, but 
they can never learn spells and 
are susceptible to magic. Pala¬ 
dins can eventually (past the 
eighth level) learn some cleric 
spells, and they can heal dam¬ 
age. Rangers can gain druidic 
spells once past the seventh 
level, and mage spells past the 
eighth. They're very effective 
against giant creatures. 

Solamnic knights are the 
soul of the game. They can be¬ 
long to one of three orders: the 
Crown, the Sword, and the 
Rose. Knights of the Rose are 
the most prestigious, but they 
pay performance penalties for 


the honor. The Krynn stories 
are all about these super¬ 
knights and their special quests 
— in fact, you can complete 
neither Champions nor DKK 
without one in the party. 

If you saved your charac¬ 
ters at the conclusion of Cham¬ 
pions, you can use them in DKK 
without alterations. If not, the 
game provides a ready-made 
party with all the necessary 
components. 

You begin the adventure 
in the Gargath Outpost. The 
first character you meet is Sir 
Karl (from Champions), who 
descends upon you in undead 
form and lets you know why 
you'll want to get involved. 
Immediately afterwards, you'll 
find yourself in combat. As wdth 
all other AD&D offerings, 
combat is central, and here 
you're forced to fight before 
you can even think about doing 
something else. If you object to 
the amount of time spent in 
combat in AD&D games, you 
won't be happy with DKK. On 
the other hand, this is as good a 
combat system as you'll find 
anywhere. 

In combat, you can control 



A door beckons you inside. But be on guard — there's no telling what lies behind it. 
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each character. You can also 
choose to control just some of 
them and let the computer take 
command of the rest. Since 
magic-users will not cast spells 
under computer control (they 
use any missile weapon on 
hand instead), you should 
control your spell-casters at all 
times. You can expect a difficult 
time defeating many of the 
monsters you'U face, especially 
some enemy mages and clerics 
capable of wiping out your 
entire party, so it's highly ad¬ 
visable to maintain strict control 
of your party during the battle. 
You should gang up on enemy 
spell-casters first, then whittle 
down the opposition by con¬ 
centrating on one or two en¬ 
emies at a time. If the computer 
handles the combat, it will as¬ 
sign one member of your party 
to each enemy, and the result is 
a long, painful, and potentially 
disastrous encovmter. 

There are 11 locations to 
visit and rid of enemies. In 
them, you'll encounter all sorts 
of creatures, whose seeming 
purpose in life is to hang around 
in bunches and do away with 
guests. In addition, traveling 


between locations (by means of 
the colorful overhead map) 
means encountering other 
bands of enemies. Fortunately, 
encounters in DKK are less 
frequent than in Champions or 
other AD&D games, probably 
because battles are deadlier 
than ever. And you won't have 
the problem of running into 
endless bands of, say, sewer 
rats; the game, to its immense 
credit, only forces you to fight 
creatures whose defeat really 
means something. 

The overriding theme of 
DKK is the undead. Almost 
every creature you encounter 
will either be an undead or be 
accompanied by an undead. 
You'll find yourself in battle 
with zombie giants, zombie 
mastodons, and zombie 
minotaurs. Also arrayed 
against you will be spectral 
minions, vampires, vodyanoi 
(which live in water), wights, 
wraiths, and squidlike 
wyndlasses. Sivik draconians 
are tough, magic-resistant, and 
plentiful. Skeletal giants and 
skeletal warriors are scattered 
all over, and the latter are im¬ 
mune to a cleric's ability to re¬ 


pel the undead. Undead ores, 
dread wolves, wereboars and 
weretigers, hellhounds, and 
rmdead beasts also abound. 

Then there are the drag¬ 
ons. Apart from the undead 
dragon (which fortunately has 
no intelligence), DKK offers 
combat against spectral drag¬ 
ons, death dragons, and red, 
blue, and black dragons. These 
creatures are deadly, with the 
ability to breathe fire and light¬ 
ning bolts, so all heroes who 
face them must select their at¬ 
tacks wisely. Unfortunately, 
dragons seem to appear only 
after the party has 
already worn it¬ 
self down (i.e., 
after a lengthy 
pursuit), so 
they're practi¬ 
cally invincible. 

Still, with well- 
aimed attacks 
and intelligent 
conservation of 
magic spells, they can be de¬ 
feated. 

Like Champions, DKK car¬ 
ries a continous, controlled plot 
line which, in effect, forces you 
from one location to the next. 
But the plot manages to main¬ 
tain your interest by heighten¬ 
ing suspense. For dedicated 
players of the Might and Magic, 
Ultima, or Wizardry series, 
DKK will, like Champions, prove 
to be too short a game. But for 
all AD&D foUowers, DKK suc¬ 
ceeds very well. It doesn't 
change the basic Krynn system, 
but it does add a fascinating 
chapter to the story. 



extremely helpful for 
finding your way 
around. At right, the 
highlighted names 
show which char¬ 
acters are ready to 
advance a level. 




Hardware requirements: 
640K minimum memory; 
EGA, CGA, or Tandy 16-color 
graphics; supports AdLib and 
SoundBlaster sound boards; 
supports mouse and joystick. 
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OVERLORD 

WILLIAM R. TROTTER 


^^onquer-the-galaxy games 
comprise one of the oldest and 
best-loved categories of com¬ 
puter entertainment. The rea¬ 
sons have to do with human 
nature. While most people 
would not want to live imder 
the rule of an autocratic despot, 
who among us has not fanta¬ 
sized about being one? 



The ultimate opponent, Rom, is more 
godlike than human, more alien than 
the aliens. 


Overlord, from Virgin 
Mastertronic, is the latest — 
and surely one of the classiest 
— in a long line of computer 
games designed to appeal to 
the megalomaniac in aU of us. 
While it clearly owes something 
to its predecessors (Empire and 
Reach for the Stars, most nota¬ 
bly), it sets a new standard for 
detail, complexity, and depth. 
And, like Empire and Reach for 
the Stars, it may very well come 
to be regarded as classic. 

When the game begins, 
you are already supreme ruler 
of the Epsilon system, located 
at the edge of the known uni¬ 
verse. During research on a new 
transdimensional hyperdrive, 
your scientists have discovered 
four new planetary systems, 
containing 6, 14, 30, and 30 
uninhabited planets. These 
systems form a kind of no¬ 
man's...er, make that no- 
being's.. .land, and on the far side 
of each one is a rival aUen des¬ 
pot who wants them not only 
for imperial aggrandizement, 
but also as a bridge to invade 
EpsUon. Only when you have 


wrested control of all four sys¬ 
tems from your alien counter¬ 
parts will your own comer of 
the universe be safe. 

Each side begins with a 
single starbase at opposite ends 
of the disputed systems. The 
barren worlds in between have 
to be terraformed (or whatever 
the other species' equivalent 
might be), colonized, devel¬ 
oped, garrisoned, and de¬ 
fended. Some worlds might be 
rich in minerals and fuels, while 
others may offer abundant en¬ 
ergy or food resources. 

You and you alone (you 
wanted this job, remember?) 
must set priorities, manage re¬ 
sources, establish farming and 
mining operations, budget for 
equipment, set up cargo routes, 
recruit and train soldiers, pro¬ 
cure armaments, and devise 
military strategies, both offen¬ 
sive and defensive. 

While attending to these 
chores, you must also govern, 
and that means making a host 
of moral decisions (remember 
that your word is law!). Will 
your choices be compromised 
by such considerations as com¬ 


passion and ecological balance, 
or will you ravage the envi¬ 
ronment, tax your subjects 
mercilessly, and sacrifice your 
soldiers by the thousands if 
your long-range strategy de¬ 
mands it?Youmaybe surprised 
at some of your own deci¬ 
sions.... 

And, of course, while 
you're trying to create a stable, 
economically viable, militarily 
invulnerable empire, your alien 
coimterpart is constantly on the 
move — probing, raiding, 
feinting, invading, drawing 
closer and closer. 

One thing that sets 
Overlord apart from most other 
resource-management games is 
the staggering complexity and 
fine-grained weave of its in¬ 
terrelated components, a ba¬ 
roque layering of harmonies 
and dissonances reflected in the 
moment-by-moment fluctua¬ 
tions of data on the main con¬ 
trol screens. 

You may be pondering 
how to equip your newest 
troops when the incoming- 
message alarm goes off, in¬ 
forming you that the colonists 










on Planet Three are suddenly 
ruiuiing out of food. You can, 
of course, let the blighters starve 
while you attend to more 
pressing business, or you can 
interrupt what you were doing 
and attend to the problem. But 
how can they be starving? The 
last time you checked the data 
for that planet, the sods had 600 



/4s the alien draws closer to your 
starbase, his loathesome visage gains 
more definition against themapofyour 
system. 

tons of surplus food! Wait — 
there it is! An electromagnetic 
storm has swept the planet, 
shutting down the naining sta- 
tionsand cutting off the planet's 
indigenous source of fuel. 
Without fuel, the horticultural 
stations stopped working and 
it didn't take those 12,000 colo¬ 
nists long to eat those 600 tons 
of stored food. Now they're 
dying off like leiiunings. And if 
the aliens get wind of the situ¬ 
ation, they'll surely attack. 

You can buy a new horti¬ 
cultural station and ship it to 
Planet Three in time to save 
some of the colonists — but if 
you do that, you can forget 
about equipping your new 
units with atomic mortars. Al¬ 
ternatively, you can load a cargo 
ship with an emergency ship¬ 
ment of fuel from Starbase re¬ 
serves, but if you do that, you 
won't have enough fuel to 
laimch that long-contemplated 
invasion of the fourth planet. 
Decisions, decisions! 

Since Overlord moves in 
relentless realtime, you seldom 



have the luxury of contemplat-.. 
ing your next move at leisure 
— from the moment you first 
make contact with the enemy, 
the pressure is on. If you 
dawdle, you lose. It's that 
simple. The web of choices and 
consequences rapidly becomes 
almost overwhelming—so you 
need to be ready to use the Save 
feature often and to try a vari¬ 
ety of bold strategies. 

What we've described 
pertains only to the easy, six- 
planet system. Playing at the 
30-world level will stretch your 
mind (and nervous system) to 
the limits. Overlord is, in fact, 
one of the few strategy games 
that achieves the level of gut¬ 
grabbing velocity usually asso¬ 
ciated with great arcade games, 
even though there are no ar¬ 
cade sequences per se anywhere 
in it. Some players will find 
that Overlord is best enjoyed in 
short, intense playing sessions 
(30 to 40 minutes), interspersed 
with breaks for ice water, high- 
calorie snacks, or periods of 
meditation. 

Misgivings about the game 
are few and minor. It seems 
illogical that you can't reinforce 
troops from the populahon of 
colonized planets (you have to 
send them back to Starbase and 
even then can only scrap and 
rebuild a depleted unit, not 
flesh it out and retrain it); some 
of the text messages are garbled; 
and there ought to be some 
provision for slowing down the 
passage of game time (the de¬ 
fault setting may discourage 
some players) until the old 
leanung curve kicks in. And 
finally, it would be nice to have 
some kind of total at-a-glance 
data screen (or screens, in the 
bigger scenarios) that allows 
you to study what's where 
while game time is suspended. 

Given the game's extraor¬ 
dinary complexity, and the ab¬ 


solute need to master its multi¬ 
tudinous control systems for 
even a remote chance at vic¬ 
tory, Overlord could have been 
written off quickly if the in¬ 
struction manual had been 
badly organized or dauntingly 
written. 

Fortunately, Overlord's 
designers provide documenta¬ 
tion that stands as a paradigm 
of how a manual for this kind 
of game ought to be con¬ 
structed: methodical, com¬ 
pletely illustrated (everything 
discussed gets a picture), and 
reassuringly patient, even for 
the most inexperienced gamer. 
The manual features a tutorial 
that explains every basic con¬ 
trol system clearly, 
unambiguously, 
and in step-by-step 
fashion. 

Vast amounts 
of data flow like 
tides beneath the 
elegant surface of 
this game, but the 
graphic presenta¬ 
tion of all relevant 
staHstics and pro¬ 
cesses is superbly 
logical and unfail¬ 
ingly attractive. 

Overlord is a cunningly 
designed and compulsively 
playable addition to one of the 
most venerable genres in PC 
gaming. It's a megalomaniac's 
dream come true. 

GP 


You can adjust the aggression level of 
your troops from cautious, where low 
casualties mean slowmctory, to berserk, 
where high casualties mean quick 
victory., .sometimes. 


Hardware requirements: 
512K minimum memory (for 
EGA, CGA, and Tandy 
graphics): 640K (for VGA 
graphics); mouse optional 
but recommended: supports 
sound boards. 
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BILL ELLIOTT'S 
NASCAR CHALLENGE 


BRIAI\I CARROLL 





I rom street-cruising sports 
cars to hard-driving stock cars, 
just about every automobile 
you've ever fancied driving is 
available on disk for the PC. If 
NASCAR's muscle cars rev 
your engine, you naight want 
to try Konami's Bill Elliott's 
NASCAR Challenge, the first 
computer game endorsed by 
stock-car racing's governing 
body. 

What you'll find in 
NASCAR Challenge is a mixed 
bag. First the bad news: It's 
extremely difficult to get a good 
feel for driving the cars. The 
experience might remind you 
of the frustration you felt the 
first time you tried to drive a 
car with a manual shift. Estab¬ 
lishing a rapport with your 
automobile requires more track 
time than in many other driv¬ 
ing simulations. 

Now the good news. 
NASCAR Challenge is much 
more than driving laps around 
a high-banked 
oval for 500 
miles. Bill Elliott, 
voted NAS- 
CAR's most 
popular driver 
five years in a 
row, helped out 
with the design 
of the game. 
And Elliott and company make 
sure you get to do more than 
redline your race car. Before 
you take your first lap, you must 
choose from three cars, eight 
racetracks, and two engines. 
Next, adjust your tire stagger 
(the difference in size between 
the left- and right-side tires), 
your spoiler angle, and your 
gear ratio for optimum accel¬ 
eration. It's much simpler than 
it sounds, and the game manual 
does a fine job of describing 
what all of this shoptalk actually 
means for your car. 

But don't worry about 
having to spend more time 
tinkering with your car than 


driving it on the racetrack. 
NASCAR Challenge's fine at¬ 
tention to detail can only bog 
you down if you let it. You can 
leave your engine setup exactly 
as you found it and still run a 
good race. 

Whatever you decide, 
don't expect to win the first 
time around. Getting a feel for 
the rugged driving requires 
more than a few practice laps. 
And if you're using EGA or 
CGA graphics, you'U probably 
find that the indistinct dash¬ 
board visuals make the learning 
curve a little steeper than you 
might expect. 

In fact, although better 
than those in Days of Thunder, 
the bitmapped graphics in 
NASCAR Challenge are at times 
disappointing. For example, 
fire and debris are depicted 
using scattershot geometrical 
shapes, making it difficult to 
sense the drama of what can 
happen when cars hurtling 
around an asphalt track at 200 
miles per hour actually collide. 
And until you can handle all 
that horsepower, collide they 
will. 

You'll probably be 


tempted to use VCR mode quite 
often — it lets you run instant 
replays of on-the-track events 
and view them from various 
angles. Crashes, of course, al¬ 
ways provide the best subject 
matter for replays. 

Once you know how to 
control your car, be sure to 
practice in the pits. It takes a 
deft touch to wheel in and out 
without eating up too much 
time. As NASCAR's good ol' 
boys will tell you, winning 
drivers are always backed by 
crack pit crews, so make every 
second of down time count. 

You almost have to be a 
NASCAR fan to get the most 
out of this game. There are 
better driving (or racing) 
simulations available, but if it's 
the stock-car experience you're 
after, check out Bill Elliott's 
NASCAR Challenge. 


Hardware requirements: 
640K minimum memory: 
VGA, MCGA, EGA, CGA, or 
Hercules graphics; 10 MHz 
or higher recommended; 
joystick optional; supports 
sound boards. 



The faster your crew performs the maintenance, the sooner you're back in the race. 











FILL OLJT AND MAIL IN THE SUBSCRIPTION CARD TODAY 
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LEXI-CROSS 


LESLIE MIZELL 




o K, so watching Vanna 

turning letters on "\^eel of 
Fortune" isn't your idea of ex¬ 
citement. And the thought of 
playing a rousing game of 
Scrabble sends you into a deep 
snooze. Is Lexi-Cross, Inter¬ 
play's new release that's basi¬ 
cally a combination of those two 
games, worth a try? Absolutely. 

It's hard to pinpoint what 
makes Lexi-Cross so appealing. 
It's certainly not the gimmick. 
Lexi-Cross is a futuristic game 
show, complete with a robotic 
letter-turner and a host with a 
steady stream of patter. As a 
contestant, you can choose to 
be any one of a variety of char¬ 
acters from throughout the so¬ 
lar system. 

It's a well-presented hook, 
but after you've seen it once 
you'll wish you could just get 
down to business. Since you 
can't, at least be glad some 
imagination went into creating 
the galactic characters. (Paula 




—human or robotic—are each 
given a 15 X 10 grid, and you 
alternate uncovering squares 
on your own board. You con¬ 
tinue turning pieces as long as 
you reveal letter squares or 
icons representing vowels, 
score additions, or "safe" 
squares (extra turns passed be¬ 
tween contestants). The idea is 
to expose your own crossword 
puzzle, which contains the 
same words as your opponent's 
but in a different configuration. 

Once you think you've 
imcovered enough words, you 
spin a wheel for point values, 
then guess letters in the puzzle. 
The first player to solve the 



Some puzzles require you to uncover, zvord by word, a famous quote or popular 
saying. 


puzzle wins the roimd, and the 
player with the highest score 
after three roimds goes on to 
the bonus game. 

Most of the puzzles are 
common-theme puzzles. If you 
uncover "blank," "mspiration," 
"gun," "brownie," and so on, 
the answer is the word that 
comes before or after these 
words —"point." But the puz¬ 
zle could be a list, with the cat¬ 
egory as the answer. If you 
know your stuff, you'U realize 
that "Ben Gurion," "John 
Wayne," '7FK," and "O'Hare" 
are airports, not famous men. 

There are also literal 
puzzles (as well as an option 
for anagrams), but they don't 
appear as often. To solve these 
puzzles, you must uncover the 
words in a well-known phrase, 
such as "When the going gets 
tough, the tough get going." 
These puzzles are more difficult 
than common-theme puzzles 
because the words tend to be 
shorter and are therefore 
trickier to uncover. 

If you're playing against a 
robotic opponent, be prepared. 
Even on level 1 (dumb), the 
robots are no pushovers. They 
seem to find letter squares with 
amazing accuracy, and hardly 
ever hit "bankrupt" when 
they're spinning for letters. 


Worst of all, if they earn the 
chance to peek at a row, they 
can memorize the positions of 
all the icons and letters, but you 
can spot only one or two when 
you're given the same chance. 

Robotic prowess aside, the 
best thing about Lexi-Cross is 
that the puzzles are genuinely 
challenging, even for experi¬ 
enced problem-solvers. The 
categories in Lexi-Cross range 
from "cheese" to "Fidel 
Castro," and the designers as¬ 
sume you know something 
about everything in between. 
You won't be seeing the same 
puzzle again and again, either. 
Lexi-Cross includes more than 
600 puzzles, and you decide 
how soon they can start repeat¬ 
ing — anywhere from 1-100 
days. Puzzle fans will be 
pleased with Lexi-Cross, espe¬ 
cially if they also like science- 
fiction imagery. 


_ G¥> 

Hardware requirements: 
640K minimum memory for 
VGA or MCGA graphics, 
512KforEGAorCGA; mouse 
optionai; supports sound 
cards. 


























MICROLEAGUE BASEBALL: 
THE MANAGER'S CHALLENGE 


NEIL RANDALL 


M icroLeague Baseball: The 
Manager's Challenge is the latest 
upgrade of the popular baseball 
simulation from MicroLeague. 
MicroLeague Baseball (and 
MicroLeague Baseball IT) has a 
following every bit as dedicated 
as the following for Electronic 
Arts' Earl Weaver Baseball, and 
for good reason. MLB has al¬ 
ways offered an easily managed 
statistical update system that 
allowed quick experimentation 
with new teams and new 
players. It is very much a game 
for those who want to call the 
shots. 

As the title of this latest 
release suggests, the focus 
hasn't shifted. Where The 
Manager's Challenge differs is in 
the interface and the options. 
Rather than relying on a variety 
of keypresses, the game now 
features a series of easy-to-use 
menus for selecting from a new 
array of playing options. The 
result is a game that feels more 
realistic than its predecessors, 
but also one that plays some¬ 
what slower. Of course, 
"somewhat slower" is relative 
— The Manager's Challenge is 
faster than many other PC 
baseball games. And if you get 
bored, you can let the computer 
finish the game for you in a 
matter of seconds. 

Computer-controlled 
play, in fact, is an option 
throughout the game. You can 
play an entire series by setting 
your teams and letting the 
computer play the games out. 



You get a variety of classic teams from 
which to select. The '27 Yankees - 
with Ruth and Gehrig — look like a 
good choice. ' 



This takes only 
a few seconds, 
and the updated 
stats will affect 
team perfor¬ 
mance in subse¬ 
quent games. 

The Man¬ 
ager's Challenge 
includes a Stat 
Compiler pro¬ 
gram which is 
a complete 
league-creation 
system — you 
can add teams 
(orbring them in 
from add-on disks available 
from MicroLeague), shift teams 
among divisions, and then play 
entire seasons into the playoffs. 

Despite the impressive 
statistical capabilities, however, 
the success of a computer 
baseball game Uves or dies with 
its simulation of on-field play. 
Animated graphics and a play- 
by-play announcer (screen text, 
not speech synthesis) give The 
Manager's Challenge the feel of a 
real-hfe game. However, once 
you set the play in motion from 
the game's many menus, you 
have no direct control over the 
animated players. 

The Manager's Challenge is 
filled with reaUstic choices. For 
example, when your team is on 
the field, you set your pitches 
and position your defense. You 
can play the outfield shallow, 
deep, aggressively (yovu field¬ 
ers always try to gim down 
runners, but risk making 
throwing errors), or "to pull" 
(anticipahng the batter to pull 
the ball down the right or left 
field line). Inhelders can be set 
to anticipate a pull, to guard 
the lines, to watch for an op¬ 
posite-field hit, play in at the 
comers, or play in all the way. 

For your pitcher, you can 
select a normal pitch, an inten¬ 
tional walk, a pick-off attempt, 
or a pitch-out. You can also 
choose to pitch aggressively or 
around the batter. When you're 


ready to throw, you're taken to 
a second menu, from which you 
choose a type of pitch. 

Pitch location is important 
because batters will be guessing 
where the next pitch will be 
thrown. This, too, is realistic— 
and realism is the intent 
throughout The Manager's 
Challenge. Whether you're se¬ 
lecting a specialty pitch, 
warming up a reliever, or or¬ 
dering your runners to try for 
an extra base if the ball is hit to 
a specific field, you feel very 
much like a manager in this 
game. Better graphics would 
help this game's mass appeal, 
but for a fine-playing, statisti¬ 
cally oriented game, you can't 
go wrong with The Manager's 
Challenge. 


Hoyt has several 
pitching options 
available. Try his 
specialty pitch to 
see if it fools the 
batter. 


Hardware requirements: 
512K minimum memory; 
EGA, CGA VGA, or MCGA 
graphics. 
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STREET ROD 2: 

THE NEXT GENERATION 



j ^ .} 





I f you fantasize, or even if you 
used to fantasize, about classic 
Detroit muscle cars and all their 
variations. Street Rod 2: TheNext 
Generation is for you. Cast in 
the same mold as the original 
Street Rod, this game sends you 
back to a time when Detroit 
iron ruled the roads. 

Drag racing or road racing 
for money, piidc slips, or just 
for the fun of it is the real name 
of the game. You're staked to 
money which you use to pur¬ 
chase a car and whatever per¬ 
formance enhancements you 
can afford. 
This pre- 



W snot exactly 
the interior of 

Lamborghini, 
but then we're 
talking about 

carswereblunt 
declarative 
statements, 
not delicate 
aphorisms. 


driving strategy to win money 
to improve your vehicle? Or do 
you want to purchase the 
cheapest clunker available with 
an eye toward modifying it with 
more expensive competition 
parts? If you're careful about 
picking the cars you race 
against, you can probably be 
more successful with a late- 
model, immodified car (the lat¬ 
est model in this game is from 


1969). 

As in real life, if a deal 
seems too good to be true, it 
probably is. A good example of 
this is the rather enticing '63 
Corvette that's priced unrea¬ 
sonably low. When you get this 
little cream puff home, you dis¬ 
cover that the engine and the 
transnussion are nearly shot. 
One quick start off the line in a 
drag race, and you'll be push¬ 
ing the 'Vette back home. You 
also might exercise some cau¬ 
tion in your dealings for spare 
parts. While these are mostly 
what they appear to be, there is 
still the matter of compatibility 
with the rest of your equip¬ 
ment (cars and computers 


aren't so different after all). It 
won't do you much good to 
race home with a shiny new 
four-barrel competition carbu¬ 
retor, only to discover that your 
manifold will accept only two- 
barrel carbs. 

As in the original game, 
much of the action takes place 
in your garage, where you can 
work on your wonder machine, 
using your race winnings to 
buy the parts that will make 
your machine imbeatable. Pop 
the hood and you can tune the 
engine or replace various parts. 
The pointer icon becomes a 
wrench that you use to go 
through the same ministrations 
that a real mechanic goes 
through. The transmission, 
wheels, body, and paint can be 
modified in the same general 
fashion. 

After you've tweaked your 
car to perfection, it's off to the 
local drive-in, where challeng¬ 
ers parade by, just begging you 
to take them on. You race them 
over either a twisty cormtry 
road or a clandestine drag strip 
just outside of town. Or, if you 
can wait, there are some slightly 
more legal competitions 
scheduled. 

Street Rod 2: The Next Gen¬ 


eration takes a different tack 
from most other recent high- 
rewing driving simulations. 
The designers have sacrificed 
graphic refinement for 
smoother action with slower 
computers. And, with the ga¬ 
rage work and the drive-in, 
they've offered considerably 
more than just driving. If your 
pulse quickens at the sight of a 
cherry '68 4-4-2 or a '64 Pontiac 
Goat, then Street Rod 2 may 
cause severe circulatory stress. 


<^P 


Hardware requirements: 
512K minimum memory for 
EGA, CGA, and Hercuies; 
640K for Tandy 16-coior gra¬ 
phics; mouse or joystick 
optionai; supports Ad Lib 
sound board. 



It’s a fairly innocuous-looking '66 Ford Calaxie, but you can’t tell what this guy’s 
got under the hood. Still, the chances of beating him are better than if he’d shown 
up with a Firebird. 










FOR THE BEST IN CHESS, 
MAKE THE PERFECT MOVE. 




And Mates. 


The Royal Game of Chess will never 
be the same. Interplay Productions now 
challenges you to choose from three 
different chess programs, each offering 
its own unique blend of stunning 
animation, spectacular sound, and 
powerful algorithms designed to test 
your tactical and strategic thinking. 

■ Checkmate™, winner of the 1990 
World Personal Computer Blitz 
Chess Championship in Lyon, 

France, is so powerful Xh&i Amiga 
Games Guide called it ‘‘easily the 
strongest-playing chess program yet 
for a personal computer. ” 

■ Battle Chess™, a SPA award winner 
for best graphics, brings chess to life 
by combining a magnificent chess 
logic system with colorful, humorous. 


and dramatic three-dimensional 
animations. Video Games & Computer 
Entertainment went so far as to call 
it “the next step beyond all existing 
chess programs. ” 

m Battle Chess II; Chinese Chess™ 
uses even more animation and sound 
than the original Battle Chess™ to 
bring the world’s most widely played 
version of chess to the West. Computer 
Gaming World called it “a feast for 
chess lovers which will leave you 
wanton to play again 15 minutes after 
each game!” 

All of Interplay’s chess programs 
have 2D or 3D graphics, multiple 
levels of difficulty, and allow a choice 
of opponents (computer, face-to-face, 
or modem). 


If you’re looking for a challenging 
opponent, want to find a program 
that’ll teach you or your children how 
to play, or just experience some new 
twists on strategy and tactics. Interplay 
has a game for you. 

Interplay chess programs. 

Whatever your game, make the 
perfect move. 

To order, call 1-800-969-4263. 



3710 S. Susan, Suite 100 
Santa Ana, CA 92704 


Interplay is a registered trademark of Interplay 
Productions, Inc. Checkmate™, Battle Chess™, 
and Battle Chess //™ are trademarks of 
Interplay Productions, Inc. 







Air Strike USA 


W ith so many ter¬ 
rific air-combat 
simulations on 
the market, this 
curiously sketchy game should 
be appreciated only by the die¬ 
hard fans of the genre. Two 
factions are at war in Air Strike 
USA, identified only as the 
Allies (you) and the Enemy, 
and each side has bases and 
strategic targets scattered all 
over the map. 


Every Allied mission 
takes you into a hornet's nest 
of opposition, but finding and 
engaging targets is a cumber¬ 
some process since the game 
forces upon you a seemingly 
pointless and tedious system 
to acquiring, idenhfying, and 
locking on to targets. The stra¬ 
tegic element of the game is 
fairly interesting, but the tac¬ 
tical system badly undermines 
it. In short. Air Strike USA has 


Altered Destiny 


hen P. J. Barrett 
went to pick up 
his TV from the 
repair shop, he 
didn't pay much attention to 
the brawny barbarian he 
glimpsed in the background, 
but he should have. Due to a 
mix-up, P.J. ends up with the 
warrior's TV set. When he 
plugs it in, he's sucked into 
another dimension on a float¬ 
ing island high above Vindah, 


a beautiful but perilous planet. 
P.J. must now undertake the 
quest of the warrior, who was 
supposed to show up instead. 

Many familiar plot ele¬ 
ments appear in this offbeat 
role-playing adventure, but 
none of them works in a logi¬ 
cal, straightforward manner. 
Problem-solving depends on 
how twisted your own rea¬ 
soning processes can become 
as you explore the wacky logic 




a good gaming concept, but its 
playability is seriously com¬ 
promised by some sloppy de¬ 
sign and awkward mechanics. 

Cinemaware 



of the game. If you love brain¬ 
stretching exasperation and 
remember to save often, you'll 
have an enjoyable romp on 
Vindah. 


Accolade 


Bane of the Cosmic Forge 


T he Wizardry series has 
been around for years, 
has a rabidly loyal fol¬ 
lowing, and delivers 
all the standard 
ingredients of 
classic role- 
playing adven¬ 
tures. In this lat¬ 
est installment, 
the quest is for 
the Cosmic 
Forge, a magic 


pen that makes anything 
written with it eventually come 
true. Considerable effort has 
been made to upgrade the 
graphics beyond the earlier in¬ 
stallments, and there are a lot 
of clever spell-casting, lock- 
picking, item-using details of 
the sort that fans of this genre 
love. 

In keeping with its hard¬ 
core traditionalist approach. 
Bane is not very plot-inteirsive, 


but sprawls all over — some 
players may need eight to ten 
weeks of steady involvement 
to reach the climactic scenes. 
This is no game for novice 
players, but it's a must-see for 
FRP buffs and a must-have for 
Wizardry fans. 

Sir Tech 



Battletech: The Crescent 
Haimk’s Revenge 


T his is the second in a 
series of games in¬ 
spired by the hugely 
popular (nonelec¬ 
tronic) Battletech game system. 
While the first game. The 
Crescent Hawk's Inception, was 
excellent in its own right, 
Infocom has not settled for 
formulaic complacency, but 
has created a totally different 
sort of game. 


The original was a role- 
player, but Revenge is essen¬ 
tially a battle game in which 
the storyline advances only if 
you survive successive en- 
coimters. Each scenario pre¬ 
sents a different tachcal situa¬ 
tion, requiring skilled maneu¬ 
ver and deployment, as well 
as a constantly growing 
knowledge of yoin weapons 
systems. The introductory 



scenarios are good, simple tu¬ 
torials; the later battles are 
fierce and complex. A nice se¬ 
quel to a popular original, but 
One that can also be played as 
a stand-alone game. 

Infocom 































Berlin ^948 

H ere's an interesting 
concept: a low-tech 
espionage role- 
playing game set in 
Berlin during the grimmest 
days of the Cold War. As nov¬ 
ice Cl A field agent Sam Porter, 
you must find and defuse a 
stolen atom bomb that has 
become not only a threat in 
itself, but also a pawn in a vast 
game of double-dealing and 
international intrigue. 


Graphically, the game is a 
winner, evoking almost pal¬ 
pably the bleak, rain-slick 
pallor of the postwar Berlin 
streets. But ambience isn't ev¬ 
erything — the completely 
icon-based interface (which 
a voids a text parser altogether, 
probably in deference to the 
game's European origin) is 
overcomplicated and ponder¬ 
ous, moderately detracting 
from what is essentially a very 


well designed and highly 
playable adventure game. 


Electronic Zoo 





Big Busine$s 

T here's a little bit of 
Donald Trump in each 
of us, and whether we 
like to admit it or not, 
we'd all like greater power and 
control over what happens in 
our hves. Big Busine^ (billed 
quite accurately as a "semi- 
realistic wacky simulation") 
lets you experience the joys 
and calamities of wielding 
enormous corporate power 
without actually doing any 


harm. You must indeed spend, 
borrow, advertise, and make 
production decisions during 
the course of the game, but 
you never have to get bogged 
down in the role-playing te¬ 
dium of day-to-day business 
operations. In other words, 
you only have to bother with 
the fun stuff. 

This high-spirited and 
enjoyable game comes with a 
bonus program called 


Wall$treet, which is a serious, 
no-nonsense stock market 
simulation; together, they 
make an attractive package. 

DigiTek 



Bill & Ted’s Excellent Adventure 


D epending on your 
taste. Bill & Ted's Ex¬ 
cellent Adventurewas 
either one of 1990's 
cutest movies or one of the most 
obnoxious. If you liked the 
film, you'll enjoy the computer 
game, which follows it closely. 
Using a time machine/phone 
booth. Bill and Ted must jour¬ 
ney through the past, track 
down some historically sig¬ 
nificant "dudes," and either 



persuade or trick them into 
returning to 1990, where they 
are stored in a shopping mall 
imtil it's time to produce them 


as part of the Ultimate Term 
Paper. 

Bill & Ted sports good 
graphics and a few fairly 
chaUenging arcade sequences, 
but the game won't offer much 
of a test to role-playing veter¬ 
ans. Movie tie-in games are 
sometimes pretty lame, but this 
one has enough good humor 
and cleverness to hold your 
attention. 

Capstone 


Black Gold 


I n this well-designed 
simulation, you get to sa¬ 
vor the powerful reality 
understood by board 
members of major oil compa¬ 
nies: If you pump oil, people 
will buy it, and when the de¬ 
mand is up, you can charge 
whatever the market will bear. 
Getting to that point is not easy, 
though, since you start off with 
a paltry $5 million, and must. 


through careful research and 
setting of priorities, parlay that 
into a global empire. Hire ge¬ 
ologists, study maps, cnmch 
raw data until conclusions 
emerge, and get the edge on 
your competition by traffick¬ 
ing in...er..."sensitive" infor¬ 
mation. 

To enliven the strategic 
elements, the designers have 
thrown in some appealing ac¬ 



tion sequences in which you 
drill your own wells and put 
down your own pipelines. 
Despite average 
graphics. Black 
Gold is fun and 
enjoyably open- 
ended. 































Blue Max 

O ne of the first of the 
fairly recent wave of 
World War I dog¬ 
fight programs on 
the market, Blue Max plays 
more like an action-arcade 
game than a true simulator — 
here, realism is sacrificed in 
favor of action and play. 

You choose from four 
common types of WWI fight¬ 
ers on either side (they all fly 
pretty much the same), then 


grab your joystick and start 
shooting. The game's extra 
features include two-player 
head-to-head dogfights and an 
unusual board-game-like 
strategy option. 

Players seeking authenti¬ 
cally rendered WWI combat 
flight simulators are advised 
to check out Red Baron or 
Knights of the Sky, those who are 
inclined more toward action 
games will find that Blue Max 



offers some wild and woolly 
arcade-style dogfights. It's not 
a simulator, but it is lots of fim. 


Three-Sixty 


Buck Rogers: Countdoimn to Doomsday 


H ere's a game that re¬ 
futes the old notion 
that different game 
genres are restricted 
to using only certain kinds of 
play systems. Although Buck 
Rogers: Countdown to Dooms¬ 
day is an all-stops-out, futur¬ 
istic (year 2456) space opera 
from the start, the game uses a 
refined version of the Ad¬ 
vanced EXingeons & Dragons 
system developed by SSI. 


Characterization, ad¬ 
vancement, combat, and the 
like will all be quite familiar to 
veteran AD&D players, but 



science-fiction buffs with no 
FRP experience will quickly 
learn the ropes. The scenario 
itself is nicely balanced be¬ 
tween exploration and com¬ 
bat, the graphics are decent, 
and you can mix Terrans, 
Martians, and Mercurians to 
suit your strategy — a nice 
feature. Buck Rogers is a good, 
solid achievement from a de¬ 
pendable game publisher. 

SSI 


California Games II 


T he original California 
Games was one of the 
most successful 
programs ever pub¬ 
lished by Epyx, a veteran soft¬ 
ware publisher that was on the 
ropes just a few years ago. Epyx 
now makes a welcome return 
with a fine new game. There 
are five competitive events in 
this second batch of California 
pastimes: jet surfing, hang 
gliding, body boarding. 


snowboarding, and, of course, 
skateboarding. You and up to 
seven other competitors can 
practice any event, then com¬ 
pete for the coveted title of 
Supreme Dude of California. 

Good graphics and ani¬ 
mation abound, especially in 
the aerial effects of the hang- 
ghding event. California Games 
II is lots of fun and something 
to be enjoyed — especially to 
the accompaniment of your 


favorite Beach Boys album. 

Epyx 



Captain Comic II: Fractured Reality 



aptain Comic II is an 
enjoyable throw¬ 
back to the days 
when you could fin¬ 
ish a computer 
game in a week, 
two weeks tops. 
It picks up exactly 
where the origi¬ 
nal (a shareware 
hit released in 
1988) left off, with 
the doughty 


Captain C., galactic hero, set¬ 
ting forth to explore 14 huge 
worlds (708 colorful, diabolical 
screens to conquer). 

Actually, this is a fairly 
unusual PC game, in that it 
plays very much like a 
Nintendo classic; puzzle¬ 
solving, jumping and dodging, 
hidden bonuses, dozens of 
critters, mystery blocks to be 
opened, and the lot. Game 
players who've never quite 


grasped the game appeal and 
play of, say, the Mario Broth¬ 
ers games probably should 
look elsewhere; those with 
penchants for arcade-strategy 
games will find Captain Comic 
II a true dehght. 

ComputerEasy 




























The Cardinal of the Kremlin 


Q nce you get beyond 
authorTomClancy's 
self-serving intro¬ 
duction, you'll find 
this an exceptionally deep, 
layered simulation of a high- 
stakes, intelligence-gathering 
operation. You and the 
Russkies are racing each other 
to complete a vital Star Wars 
laser system. 

You have to staff the 
project, protect it against KGB 


infiltration, penetrate the So¬ 
viet project, run a motley as¬ 
sortment of agents (including 
a wild-card guerrilla chieftain 
in Afghanistan whom you 
must eventually send into the 
USSR to destroy a secret re¬ 
search center), and, in your 
spare time, take turns running 
the FBI and the National Se¬ 
curity Administration. Despite 
the post-glasnost changes that 
have made its basic premise 



somewhat creaky, this is an 
absorbing game — except for 
the moronic arcade battles in 
Afghanistan, which flaw an 
otherwise well-designed and 
challenging game. 

Capstone 



Chamber of the Sci-Mutant Priestess 


F rom its lurid package 
cdVer to its neo-psy- 
chedelic graphics. 
Chamber 0 / the Sci- 
Mutant Priestess is an unusual 
and somewhat off-center pro¬ 
gram. The game depicts a fu¬ 
ture world turned upside 
down by nuclear disaster. 

Weirdness is the order of 
the day as you confront the 
Master of Ordeals and set forth 
to rescue the priestess Sci-Fi 


from the evil Protozorqs. 
You're powerfully equipped 
with eight psionic powers, but 
must use them sparingly lest 



your true identity be discov¬ 
ered and your fate be un¬ 
speakable. Both the language 
and the situatioirs in this game 
are flavored by a deliciously 
twistoid sense of humor. This 
is one that some players will 
love and others not care for at 
all; those who can groove with 
it, however, are in for some 
fun. 

Data East 


Command H.Q. 

T his is a jolly good beer- 
and-pretzels strategy 
game — it moves 
quickly, plays clean, 
and has a lot going on beneath 
its friendly surface. The objec¬ 
tive is world domination 
through use of armies, naval 
fleets, and air units. You can 
also send spy satellites aloft 
and "go nuke" if the situation 
gets desperate. Oil wells and 
cities are the strategic objec¬ 


tives, and the game plays in 
realtime, which adds a deli¬ 
cious/fisson of tension to many 
scenarios. 

Choose between historical 
games (1918, 1942, and 1986) 
and some variants on the 
classic World War III scenarios 
— or let the computer ran¬ 
domly generate some bizarre 
alliances and play it from there. 
Command H.Q. features a 
unique replay option, in which 


you canplayback and observe 
a complete "filmed" record of 
your war. Overall, grand 
strategy and 
economics in¬ 
teract nicely, 
and the inter¬ 
face is friendly. 

MicroPlay 



Continuum 

A deceptively simple 
sort-of arcade 
game. Continuum 
probably offers 
more "oh, wows" per byte than 
any game in the past year. At 
the helm of a "mobile" — a 
controllable geometric shape 
that bounces — you set out to 
explore 250 rooms. You have 
to pogo your way from one 
floating platform to another 
until you find the elusive exits. 


You can view your craft 
from an almost infinite num¬ 
ber of persepectives, and 
therein lies the secret of suc¬ 



cess: finding the right point of 
view. Mostly, though, what 
you do is bounce merrily along 
through a surreal, often 
breathtakingly scenic, com¬ 
puter-world, having such a 
good time thatitdoesn'tmuch 
matter whether you "win" or 
"lose." Truly, this is one game 
in which the journey, not the 
arrival, is the real point. 

Data East 


i 


































Countdovun 


W hen Countdown 
begins, all you 
knowisthatyou 
are secret agent 
Mason Powers, you work for 
the Company, and you have a 
hazy memory of being in a car 
wreck. Your day really begins, 
though, when you learn that 
you've awakened inside a 
heavily guarded asylum, and 
have been accused of the bru¬ 
tal murder of another agent. 


You've been framed big-time 
— and the only way you can 
clear yourself is to escape and 
backtrack your own trail. 



picking up clues (many of them 
brain-stretchingly subtle) as 
your memory gradually re¬ 
turns, sometimes in the form 
of vivid flashbacks. 

Access has pioneered the 
use of real actors and digitized 
backgrounds, and some of the 
graphics are knockouts. 
Countdown is a challenging 
adventure with lots of sus¬ 
pense, a well-done game. 

Access 


The Dark Heart of Uukrull 


T his is a good example 
of the new, more re¬ 
alistic fantasy role- 
playing games — af¬ 
ter important 
game events, 
both the char¬ 
acters and the 
situations alter 
accordingly 
and the game 
saves itself au¬ 
tomatically. No 


longer can you try something 
foolhardy just to see what 
happens. While gamers with 
many years' experience in the 
FRP genre may lament this 
change, it is, indeed, welcome. 
And Uukrull, unlike most 
other FRP games, employs a 
game system that never stands 
between you and the choices 
you need to make — a 
thoughtful design. 

In the story, you have to 


explore the vast and dangerous 
city Eriosthe, controlling a 
four-member party of adven- 
hurers, and destroy the evil 
Uukrull somewhere within it. 
The Dark Heart of Uukrull is the 
standard stuff of FRP games, 
but it's done here with style, 
grace, and user-friendhness. 

Broderbund 



Darkspyre 

T his fantasy role-play¬ 
ing game has a stan¬ 
dard menu of compo¬ 
nents, including char¬ 
acter generation, spell casting, 
and fighting. There, are more 
than 50 levels to be explored in 
the black tower of Darkspyre, 
innumerable fiendish traps 
and cul-de-sacs to escape from, 
weapons and items to be 
picked up, and so on. 

Game play involves two 


screens: an overhead 3-D 
screen for moving around and 
a pull-up screen for stats, spell 
data, and inventory. The 
graphics are OK, and the mu¬ 
sical score is respectable. 
There's no breaking of new 
ground in the game, although, 
interestingly, you quest up¬ 
wards into the tower as op¬ 
posed to FRPs' often typical 
downward progression into a 
dimgeon. Darkspyre, while not 



particularly unique, offers 
plenty of challenge for those 
who are fans of this genre. 


Event Florizon 


Das Boot 

B ased loosely on the 
book and movie of 
the same name. Das 
Boot is a well- 
intentioned simulation of Ger¬ 
man U-boat tactics in the Battle 
of the Atlantic. It has a pleas¬ 
ing variety of scenarios — in¬ 
cluding some that let you use 
your deck gim against land 
targets — and is the first sub¬ 
marine simulation to include 
antiaircraft action. 


Despite wan ting to like this 
simulation a lot, we find it to 
be a mixture of excellence and 
shortcomings. The flat, pasted- 



on look of the external views 
as well as the over-stylized 
renderings of targets and 
equipment detract from the 
game's overall appeal. If you 
could somehow combine the 
best qualities of Das Boot with 
the sensational graphics of 
Broderbund's Wolfpack, you'd 
have something close to an 
ideal U-boat simulation. 

Three-Sixty 

































DinoWars 


I f you're fascinated by 
dinosaurs, or if you have 
a budding paleontolo¬ 
gist in the family, check 
out DinoWars. The game is ba¬ 
sically a boardlike contest be¬ 
tween two different armies of 
dinosaurs, each banded to¬ 
gether to stave off extinction. 
Games are won by capturing 
the other army's precious egg 
or by wiping out the 
opponent's force altogether. 


Different dinos have different 
strengths and weaknesses, so 
game strategy often becomes 
very chesslike. Players can se¬ 



lect any of five terrains to play 
on. Dino Wars also features an 
arcade-style game alternative 
that places opposing dinosaurs 
in a one-on-one combat situa¬ 
tion, with lots of chomping, 
gnawing, and roaring. Dino 
Wars includes an on-disk en¬ 
cyclopedia that contains infor¬ 
mation on several topics. 

Digitek 


D.R.A.C.O.N. Force 


T his rough-and-ready 
battle game lets you 
command a force of 
seven armed-to-the- 
teeth commandos and send 
them on a dozen different 
missions against terrorists, 
drug lords, and other bad guys. 
Each man has a specialty, and 
one key to success is to match 
the team and its firepower to 
the mission. You can run as 
many practice missions as you 


like, but when you go in for 
real, you may lose people, gain 
experience, or botch the job so 
badly that your next mission 



will have to be a POW rescue. 

There's a lot of terrific 
bang-bang in this game, but 
it's also a fairly plausible 
simulation of real small-xmit 
tacHcs—Ramboesque heroics 
will only get you massacred. 
Humdrum graphics do not 
detract from the fun. 

Interstel 


Dragon Lord 

I n this role-playing ad¬ 
venture, there are no good 
guys—just three ruthless, 
even odious. Dragon 
Lords, vying not only for 
wealth and power, but also for 
a magic talisman that's invis¬ 
ible to human eyes. The more 
dragons you have, the better 
— so part of your game strat¬ 
egy involves the incubation 
and hatching of some very 
large eggs. You also need lots 


and lots of money, so there is 
considerable plimdering and 
taxing of villages to be done. 
Besides being a rip-roar¬ 



ing adventure. Dragon Lord is 
quite beautiful to look at—the 
view from the dragon's back is 
wonderful, and even the in¬ 
terface icons are attractive. If 
you can put your scruples on 
hold for a few hours, you'll 
enjoy everything about this 
handsome and unique game. 

Cinemaware 


Drakken 

T his is Data East's first 
venture into the fan¬ 
tasy role-playing 
genre, and if the re¬ 
sult doesn't exactly set any new 
trends, it does combine all the 
classic FRP ingredients into 
one handsomely designed 
package. The player's quest is 
to reclaim mystical jewels 
guarded by eight dragon 
princes, resurrect the Great 
Dragon, and restore the "pri- 




mal realm." 

All of Drakken's land¬ 
scape graphics are three-di¬ 
mensional; this feature, com¬ 
bined with the fact that the 
games take place in realtime. 


allows for some fascinating in¬ 
teraction with the environ¬ 
ment. There are lots of mon¬ 
sters (150), and even more 
magic spells (approximately 
200). You can personalize the 
characters to match your own 
preferred style of adventuring. 
All in all, Drakken is a solid 
game that can be recom¬ 
mended to true FRP fans. 

Data East 




























DuckTales: The Quest for Gold 


T he Walt Disney 
people waited a good 
long time before tak¬ 
ing the plimge into 



computer software, and when 
they did it, they did it right. All 
the familiar characters from the 
legendary Uncle Scrooge 
comic books are included here, 
and the storyline is straight 
out of one of the Disney clas¬ 
sics. Scrooge and his archrival 
Flintheart Glomgold square off 
in a contest of wealth to de- 
ternune which tycoon will be 
Duck of the Year on the cover 
of Dime magazine. 


Game play is a fine blend 
of arcade-style action se¬ 
quences and financial wheel¬ 
ing and dealing. It's all chal¬ 
lenging, but seldom really 
frustrating, making this truly a 
game for the whole family. It 
also features outstanding 
graphics and sound (if you're 
using Disney's Sormd Source). 

Disney Software 


Eduuard O. Thorp's Real Blackjack 


N ever heard of him, 
right? Dedicated 
cardplayers prob¬ 
ably have: Dr. 
Thorp was the first blackjack 
expert who figured out a 
mathematical system that ac¬ 
tually gives players a real ad¬ 
vantage against the house. In 
the game, the cardplayer can 
be controlled manually or au¬ 
tomatically —in manual mode 
you can play all the hands 


yourself, and in automatic 
mode, each player's achons are 
based on a particular style of 
play that you select. 



You can use Real Blackjack 
as a serious learning (or 
coaching) tool or just as a ca¬ 
sual game — depending on 
how seriously you take your 
gambling. This is one instance 
where learning how to play a 
computer game could pay for 
the game itself—and maybe a 
whole lot more. 

Villa Crespo Software 


Elvira, Mistress of the Dark 



E lvira can't find her 
chest! Her treasure 
chest, that is — it's 
hidden inside a vast, 
800-room castle, 
and unless it's 
recovered, a ter¬ 
rible evil will be 
unleashed on 
the world. Un- 
fortunately, 
Elvira herself is 
confined to the 


kitchen, so you have to do the 
searching for her. She can help 
you by making potions and 
elixirs (if you can bring her the 
proper ingredients), and she 
pipes in to give some sharp- 
tongued advice from time to 
time; otherwise, you're on your 
own. 

A handsome design, a 
very nice interface, and abso¬ 
lutely gorgeous, detailed 
graphics raise this game to a 


level of excellence within the 
crowded genre of graphic ad¬ 
ventures. Be warned that many 
scenes are extremely gruesome 
and bloody, which for some 
players might make this horror 
story even more delightful. 

Accolade 


Flight of the Intruder 


B ased on Stephen 
Coonts's best-selling 
novel of the same 
name, this simula¬ 
tion lets 'you experience the 
thrills and dangers of piloting 
a U.S. Navy A-6 Intruder 
through a variety of harrow¬ 
ing missions over Vietnam. 
The game does an excellent 
job of simulating the challenges 
and frustrations of that conflict 
(if you opt for the maximum 


realism setting), including all 
the politically motivated rules 
of engagement. You can tackle 
operations and fly missions, 
and you can also take on the 
sobering responsibilities of the 
GAG (Commander Air 
Group). 

Intruder has so much 
depth that the number of op¬ 
tions and controls may seem 
bewildering at first. But read 
the paperback copy of 



Coonts's novel (included with 
the game)—it helps in under¬ 
standing this thoughtful, de¬ 
tailed simulation. 

Spectrum HoloByte 





























Fountain of Dreams 


A fter Georgia is 
decinated by a 
nuclear strike dur¬ 
ing the great holo¬ 
caust, the ensuing tidal waves 
separate Florida from the 
mainland. The Sunshine State 
is now a collection of city-states 
swarming with mutants and 
outlaw bands. The only hope 
many of the inhabitants have 
is to find the fabled source of 
Dream Water — it's said to 


have the power to heal muta¬ 
tions. It won't be easy, for the 
fountain is reputed to be deep 
in the Everglades, guarded by 
horrible mutant beasts. 

Both creating and ad¬ 
vancing the skills of your party 
are blessedly simple to man¬ 
age: Include a variety of char¬ 
acters and use them. In Foun¬ 
tain of Dreams, you exercise all 
your skills and they get better. 
Easy to learn, imaginative, and 



often wickedly humorous, this 
is one of the most distinctive 
role-playing adventures 
around. 

Electronic Arts 



Future Classics 


O ne of 1990's best 
software deals. Fu¬ 
ture Classics bundles 
five games for the 
price of one, and they're all 
good. A few examples: In Diet 
Riot, the object is to keep your 
cholesterol count low by run¬ 
ning to exercise areas and 
eating health food, and by 
avoiding greasy hot dogs and 
deadly mugs full of beer; Lost 
n’ Maze, which is exactly what 


you'd expect from the title, is 
very nicely done and quite 
challenging; and Tankbattle is 
a simple yet intensely enter- 



taiiung basic combat game. 

Graphics throughout are 
quite good, and none of these 
games should take more than 
ten minutes' reading time to 
figure out. Aside from being a 
genuine bargain. Future Clas¬ 
sics is an ideal sampler for new 
gamers or arcade-style fans. 

Live Studios 


Galleons of Glory 


I n this intriguing game, 
you assume the role of 
Ferdinand Magellan and 
set out from Spain in 
1519, intent on discovering an 
ocean route to the Far East. 
You must contend with hun¬ 
ger, thirst, disease, weevilly 
bread, fouled hulls, and 
treacherous Portuguese spies 
who will do anything to foment 
mutiny among the rabble be¬ 
low decks. Role-playing ele¬ 


ments mesh nicely with re¬ 
source-management chal¬ 
lenges, as you wrestle with all 
the problems a real galleon 
captain might encounter and 
keep on with your mission. 

The extremely friendly 
interface makes it easy to get 
around your ship and keep 
track of what's going on, and 
the bright, cartoony style of 
graphics may well attract 
younger players, who will 


painlessly ab¬ 
sorb a lot of his¬ 
tory while 
they're having 
a good time. 

Galleons of Glory 
is a nice prod¬ 
uct with solid 
educational 
value. 

Broderbund 



Imperium 

H ere's a throwback to 
a simpler age when 
games eschewed 
not only animation, 
but color as well! The entire 
game consists of data screens, 
production schedules, per¬ 
sonality profiles, charts and 
stats — and everything, even 
the battle screens, is rendered 
in black and white. 

While conquer-the-galaxy 
simulations are nothing new. 


Imperium adds a novel element 
in the form of "nostrum," a 
drug that confers upon its us¬ 
ers a lifespan of 1,000 years. 
The discovery of nostrum, 
which occurs shortly after the 
game begins, causes massive 
changes in the galactic 
economy. This could easily 
have been an unwieldy game, 
but much care has gone into 
the interface, so it's actually 
quite playable. Its spartan de¬ 



sign will not attract a mass fol¬ 
lowing, but/mpenum has aU the 
potential to become a cult fa¬ 
vorite. 

Electronic Arts 































Ishido: The Way of Stones 



T his game is a 
"sleeper" in several 
senses of the word. 
Based on ancient Ori¬ 
ental stone-and-board games, 
Ishido has a great deal in com¬ 
mon with chess in that it mar¬ 
ries simple rules with complex 
strategies. Using sets of deco¬ 
rated stones, the player cre¬ 
ates matches of up to four 
similar stones. You can opt for 
a solitaire game, or play against 


a friend or the computer. The 
game includes an editing op¬ 
tion that lets you design your 
own stone set. 

While Ishido is a quiet, 
contemplative game, there's a 
lot of deep thinking and heavy 
concentration required of the 
player. As a gaming experi¬ 
ence, Ishido is far removed from 
the crash and bang of many 
modern games, but it casts a 
genuine spell. Accolade's 



graphic presentation is lovely 
enough to be considered a 
work of art in its own right. 


Accolade 


It Came from the Desert 



I nspired by those classic 
giant-bug movies of the 
1950s, this hugely enter¬ 
taining game plunks you 
down in the 
desert town of 
Lizard Breath, 
which is about to 
be invaded by 
giant ants. As a 
solitary geolo¬ 
gist, youhave 15 
days in which to 


discover the bugs, convince the 
locals that they're about to 
become hexapod hamburgers, 
and mobilize some sort of de¬ 
fense. 

The text-based, character- 
oriented interface, along with 
a clever use of "camera angles," 
allows the player to act and 
react as if he or she were the 
lead actor in a movie. This 
game looked sensational in its 
original Amiga format, but, sad 


to say, Cinemaware has fallen 
short with its PC conversion, a 
graphically muddy, poky, 16- 
color job that looks unattrac¬ 
tive in either EGA or VGA. 
And that's too bad — it mars 
an otherwise fun and chal¬ 
lenging game. 


Cinemaware 


The Stealth Affair 


James Bond: 

T his adventure game 
begins with James 
Bond being sent to 
South America to 
track down a purloined Stealth 
fighter. What follows is a big, 
tricky, detailed, old-fashioned 
adventure, fiUed with puzzling 
situations and entrapments. 
The game features lots of good 
animation, and an occasional 
arcade sequence. 

Bond suffers, sometimes 


Y ou're in charge of 
your own destiny in 
this good-humored 
and satirical game of 
life. You start out 
in a flea-trap 
apartment with 
only $200, and 
try to parlay your 
humble begin¬ 
nings into/a do/ce 
vita. You decide 
what your pri- 


badly, from a fault that plagues 
a number of games in the ad¬ 
venture class: In some situa¬ 
tions, you must play ahead 
until you die, and only then 
will the proper course of action 
become obvious. This kind of 
"Gotcha!" trick is a poor tactic 
in game design. Also, part of 
the Bond films' charm lay in 
the fact that they were always 
played tongue-in-cheek, al¬ 
though basically "straight" — 


orities are (happiness, career, 
money, or education), then 
start looking for any menial 
job just to provide necessities. 
Once you can sustain your 
physical needs, you can con¬ 
centrate on improving your 
education and finding Mean¬ 
ingful Employment. But, as in 
real life, you find out that 
nothing, including your well¬ 
paying job, is certain. 

Jones was the first of 


this game's cartoony graphics 
and sophomoric humor only 
trivialize their source of in- 
.spiration. Her Majesty is not 
amused. 


Interplay 



Sierra's games to be published 
with VGA graphics, but it looks 
and feels more like a super¬ 
smooth board game than a 
high-tech extravaganza. Jones 
is fun to play by yourself, but it 
really shines as a party game. 

Sierra 


Jones in the Fast Lane 
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King’s Quest 

S uperb VGA graph¬ 
ics, imaginative use 
of sound, and a 
pleasingly complex 
storyline grace this latest in¬ 
stallment in one of PC 
gaming's most popular series 
of role-playing games. What 
separates King's Quest V from 
previous games in the series 
— aside from its state-of-the- 
art graphics — is a new icon- 
based interface. While it elimi¬ 


V 


nates the struggle to find ex¬ 
actly the right words when 
typing commands, the new 
interface isn't quite as much 
fun as the older one—instead 
of guiding King Graham 



through the adventure, you 
feel more like he's leading you. 

King's Quest V will prob¬ 
ably hold greater overall ap¬ 
peal for those new to the series 
than for those who have played 
through the previous adven¬ 
tures. Nonetheless, the game 
is a dazzling visual display 
with a great storyline — for 
newcomers or veterans. 

Sierra 


King’s Bounty 

T his delightful and col¬ 
orful fantasy role- 
playing game does not 
take months to play, 
maps itself as you go along, 
and serves as a perfect intro¬ 
duction for novice gamers who 
have been scared-off by the 
FRP genre's reputation for dif¬ 
ficulty. Not that the game lacks 
subtlety or challenge—it's just 
that the levels of trickiness and 
difficulty rise in a curve thaP s 


commensurate with the 
player's growing power, in¬ 
sight, and expertise. 

In the game, you explore 
four huge continents peopled 
with villains, monsters, and the 
undead. You pillage and root 
out hidden treasures, and raise 
vast armies, which you lead in 
bloody campaigns and sieges. 
The game features bright, col¬ 
orful graphics, as well as a very 
easy-to-use interface. All the 



right stuff is here, and all the 
elements are exquisitely bal¬ 
anced. King’s Bounty is Wghly 
recommended. 

New World Computing 


Knights of the Sky 


I f you're feeling brave as 
well as lucky, you can 
challenge anyoflbdeadly 
German aces to single 
combat—but the real heart of 
this World War I flying simu¬ 
lation lies in the campaign 
game. This puts you at the stick 
for the long haul, a 30-month 
stint starting in the spring of 
1916, and sends you out on 
mission after mission, up¬ 
grading your aircraft when 


new models reach the front. 
Your goal is to survive the war, 
rack up victories to snare pro¬ 
motions and medals, and try 
to make it to the top of the kill 
charts. 

The simulated planes are 
as twitchy to fly as their his¬ 
torical counterparts, which 
means you cannot let your at¬ 
tention wander. Knights also 
offers a modem-to-modem 
combat option. Crackling, 


white-knuckled dogfights 
abound, and the graphics are 
up to MicroProse's usual high 
standards. 



Legend of Faerghail 


T his fantasy role- 
playing game fea¬ 
tures a unique and 
interesting system 
of character-generation, good 
combat dynamics, and a realis¬ 
tic system of dialects spoken 
by the inhabitants of its world, 
live graphics are colorful, and 
a gratifying degree of attention 
has been paid to realistic details 
and internal consistency. 

On the down side, the 


combat is excessive, often 
pointless, and eventually irri¬ 
tating; the plot is too vague by 
half, which makes for a lot of 
aimless wandering; and the 
made-up languages, while in¬ 
teresting in themselves, often 
get in the way of game play. 
Also, as you play, it's not al¬ 
ways apparent what you 
should be doing next. Dedi¬ 
cated FRP gamers will appre¬ 
ciate some of the unusual ap¬ 



proaches here, but Faerghail 
winds up in the "nice try, 
but..." category. 


Electronic Zoo 






























Life and Death II: The Brain 


S everal years ago. 
Software Toolworks 
startled the PC gam¬ 
ing world by pub¬ 
lishing the world's first do-it- 
yourself surgery simulahon, a 
program which allowed you 
to examine, diagnose, and cut 
open a digitized abdomen, 
complete with blood and glis¬ 
tening organs. Admittedly not 
everyone's cup of circuits, but 
grandly macabre entertain¬ 


ment for those with the moxie 
for it. 

In this sequel, you get to 
perform brain surgery. You 
also get more play-value (the 
hospital staff is crisscrossed 
with messy personal relation¬ 
ships, some of which affect 
their performance in the OR), 
and dishu-bingly realistic VGA 
graphics (some of the soimd 
effects are pretty graphic, too). 
If you enjoyed the original. 



with its CGA-only graphics 
and limited game play, you'll 
surely get a kick out of this 
improved sequel. 

Software Toolworks 


Lightspeed 

I n this imaginahve space 
opera, you're in com¬ 
mand of a Trailblazer 
dreadnought, scouting 
ahead of a fleet of Terran 
colony ships, looking for hab¬ 
itable planets (the Earth having 
been turned into a toxic waste¬ 
land). You'll have to learn how 
to interact with a wide variety 
of alien species — including 
some of the most creahvely 
rendered critters to be found 



in any game — and you'll face 
some whose only method of 
interaction is war. Interest¬ 
ingly, you cannot die in battle: 
If you find yourself in a real 
bind, just jump into your es¬ 


cape pod and you're back at 
the mothership. 

This is an open-ended 
game in which there is no spe¬ 
cific right way to win — you 
can play it repeatedly, taking 
different approaches each 
time. In subsequent plays, 
then, Lightspeed is as enjoyable 
as it was the first time. 

MicroProse 


Links 


B ecause of its solitary 
nahn-e, golf is prob¬ 
ably the sport best 
suited to computer 
simulation. And 
Links (which 
won a 1990 Game 
Player's Excel¬ 
lence Award) is 
arguably the 
very best. This 
program paints 
a golf course of 


breathtaking realism and de¬ 
tail. Even better, the golf ac¬ 
tion is as smooth as the visuals 
— from the placement, roll, 
and bounce of the ball to the 
player's swing. Despite such 
attention to graphic detail and 
play mechanics, it doesn't take 
much practice time for players 
to become comfortable with 
the simulation. 

New course disks have 
been issued periodically (see 


"First Looks" elsewhere in this 
issue), and these strongly en¬ 
hance the appeal of the ex¬ 
tremely impressive Links 
package. PC owners should 
note that Links requires VGA 
or MCGA graphics — and, 
because of its 256-color palette 
and graphic detail, we recom¬ 
mend playing it on a 386-based 
machine. 


Access 
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Lord of the Rings, Volume I 


M any fantasy role- 
playing games 
have been inspired 
by J.R.R. Tolkien's 
masterpiece Lord of the Rings 
trilogy, but the only previous 
attempt to literally translate the 
story into a computer game 
was less than successful. 
Interplay's version, however, 
does a remarkable job of cap¬ 
turing the sense of wonder 
found in the trilogy. 


Unlike many FRP games. 
Lord of the Rings doesn't throw 
you into frequent combat, and 
you never get hung up need¬ 
lessly battling one monster 
after another. The net effect of 
this is that the story carries far 
more suspense than you find 
in other games of the same 
genre. The pace and atmo¬ 
sphere of Tolkien's narrative 
is faithfully reflected, and. ev¬ 
erything — from the laudable 



graphics to the easy-to-use 
interface—shows outstanding 
attention to detail. The game is 
a treasure for Tolkien fans. 

Interplay 






























Mario Andretti’s Racing Challenge 


T his simulation allows 
you to play out an en¬ 
tire career path as a 
race driver, starting— 
as Andretti himself did—with 
sprint cars on rural dirt tracks. 
You race competitively for 
victories and seek out spon¬ 
sors to raise cash for better cars. 
Your goal is to progress to new 
circuits, driving stock cars, 
prototypes. Formula Ones, and 
Indy cars. 


Each class of car handles 
uniquely, and you soon learn 
that driving on a dirt track is 
nothing like driving on asphalt. 



Andretti himselfwas involved 
in the design of both the action 
sequences and the role-play¬ 
ing aspect of Racing Challenge. 
The result is an engaging and 
realistic racing simulation with 
lots of variety—plus excellent 
graphics and sound. Like the 
man for whom it is named, 
this game is a winner. 

Electronic Arts 



MicroLeague Football: 
The Coach’s Challenge 


M icroLeague spe¬ 
cializes in fine¬ 
grained, data- 
packed sports 
simulations that allow the 
player to exercise all the 
coaching and strategy options 
found in the real game. You 
also ha ve to deal with the same 
problems facing a real coach— 
changing weather, injured 


players, imfriendly time-outs, 
and quarterback sacks. You 
select players, offensive and 
defensive plays, formations, 
and strategies — then watch 
the animated action unfold. 

Where this game really 
shines, though, is in its ability 
to let you play out gridiron 
fantasies and might-have-been 
super matches. Curious to 



know what 
might happen if 
the 1989 49ers 
went up against 
the 1982 Redskins? Now you 
can find out. The simulation 
comes with 20 all-time great 
teams (from the '58 Colts to the 
'86 Giants), and supplemen¬ 
tary disks are available from 
MicroLeague. 

MicroLeague 


Monty Python’s Flying Circus 


Y ou get a good idea of 
what to expect right 
off the bat, when the 
copy-protection 
scheme requires you to iden¬ 
tify exotic cheeses. No com¬ 
puter game could duplicate the 
inspired lunacy of the TV 
shows, but this one comes, at 
times, hilariously close. 

It's basically an extended 
series of arcade-style shticks, 
composed in the style of Terry 


Gilliam's montages, but it 
manages to work in all the 
classic bits: Spam, the dead 
parrot joke, the argument 



clinic, even the "Ministry of 
Silly Walks." You play the role 
of D.P. Giunby, the bellicose 
buffoon portrayed by John 
Cleese on the television show. 
Interspersed throughout the 
game are animated excerpts 
from some of the most popu¬ 
lar Python skits. Fans of Monty 
Python will most assuredly 
enjoy this game. 

Virgin Mastertronic 


Moonbase 


I f you've mastered Sim 
City, and have more than 
a passing interest in 
NASA projects, you 
might want to check out 
Moonbase. Based on a moun¬ 
tain of official NASA data, this 
simulation puts you in com¬ 
mand of establishing a lunar 
community struggling with 
hmited resources. You start by 
estabhshing living quarters for 
a skeleton crew, communica¬ 


tions facilities, and a landing 
pad for visitors. Your goal is to 
generate revenue and to be self- 
sufficient within a hundred 
years. 

Considered to be too 
complex for the general mar¬ 
ket, Moonbase was iiutially de¬ 
signed for educators and sci¬ 
entists — but the version that 
made it to market is accessible 
to most game players and 
simulation fans. The level of 


challenge is fairly high, and no 
concessions are made to enter¬ 
tainment or to sexy graphics 
— everything is . 
as utilitarian as I 
the subject mat- I 




























Night Hunter 

H ere's a arcade-style 
role-playing game 
with a twist: You 
get to play Dracula 
and try to take over the world. 
There are lots of folks out to 
stop you, of course, so it helps 
to know that with a flick of 
your joystick, you can trans¬ 
form into either a bat or a 
werewolf for a short time — 
enabling you to deal rvith those 
special situations. You have to 


stalk and suck your way 
through 30 levels of towns, 
castles, forests, and so on — 
and you caimot enter human 



dwellings unless you're back 
in human form. 

Despite graphics that are 
good rather than great, and no 
support for sound boards, 
Night Hunter is a decent game 
with an addictive quality that 
should please most fans of fast- 
paced arcade action. 

UbiSoft 


Night Shift 



Y ou're a new em¬ 
ployee at the Indus¬ 
trial Might and Logic 
Toy Factory. You're 
assigned to 
run an enor¬ 
mously com¬ 
plicated ma¬ 
chine, nick¬ 
named "The 
Beast," that 
makes action 
figures (Indi¬ 


ana Jones, Obi Wan Kenobe, 
Luke Skywalker, etc.) based 
on characters from the films of 
George Lucas. You have to fill 
quotas and keep the factory 
machinery running properly 
— but the orders keep chang¬ 
ing, the machine keeps going 
haywire, and time keeps tick¬ 
ing. Meeting your quotas, 
mixing paints for the right 
colors, choosing the correct 
molds, and making sure that 


the assembly sequences are 
correct — all are essential to 
keeping your job. 

Night Shift is a unique kind 
of arcade game, and one that 
tends to become overwhelm¬ 
ing, even though its snappy 
graphics and lively animation 
keep you coming back for 
more. Thankfully, there's a 
practice mode—most players 
will need to use it. 

Lucasfilm 


Nobunaga’s Ambition II 


O wners of the original 
edition of this his¬ 
torical (Ibth-cenhuy) 
Japanese strategy 
game will immediately want 
to know if this sequel is worth 
buying. We think it is. Game 
play is more flexible and more 
subtle than in the original; 
graphics are superior, and 
there has been great improve¬ 
ment in the battlefield se¬ 
quences. Nobunaga II also 


boasts 400 distinct samurai 
personalities based on histori¬ 
cal figures. 

This is the first Koei game 
to include siege tactics, both 
offensive and defensive, and 
the battles are fascinating. The 
overall object of II is still the 
same as that in the original: 
Become the sole ruler of a 
uiufied Japan by conquering 
all other warlords. The quality 
in boIhNobunaga I andif is very 



high, but II is worth playing 
even if you've never seen I, 
and it's a worthy successor for 
fans of the original. 

Koei 


Oil’s Well 

T his arcade game is 
one of the new breed 
of PC arcade titles 
that offers high pro¬ 
duction values and smooth 
play. It pits you, as a ruthless 
oil-hunter, against Slater the 
Petrosaur — a peaceful critter 
who doesn't like having pipe¬ 
lines thrust into his living 
quarters. While you're trying 
to drill and lay pipe through 
eight levels of action. Slater 



and other underground deni¬ 
zens eat sections of pipe and 
plant explosive mines in your 
path. All of this plays much 
more amusingly than it reads, 
and the sound and graphics 


are terrific. 

Don't think that the object 
of Oil's Well is to help Slater 
and his buddies. There's a bit 
of incongruity between the 
game's cute appearance and 
its premise, but that's some¬ 
thing you should judge for 
yourself. 

Sierra 






























PGA Tour Golf 


V oted Game Player's 
Best PC Sports Game 
of 1990, PGA Tour 
Golf combines the 
tried-and-true features of pre¬ 
vious golf simulations with a 
unique presentation. PGA Tour 
Golf gives you the chance to 
compete against 60 PGA Tour 
pros on one of three real-life 
Tour courses. 

Tournaments are pre¬ 
sented as if they were being 


The Punisher 

B ased on the Marvel 
Comics hero. The 
Punisher is an arcade- 
style role-playing 
game that's faithful to the 
comicbook storyline. You play 
model citizen Frank Castle. 
After your family is murdered 
before your eyes, you go into 
seclusion and emerge as the 
Punisher. Bent on the de¬ 
struction of the ultimate big 
cheese, the Kingpin, you play 


broadcast on television, with 
updates from around the 
course, aerial fly-bys of each 
hole, and instant replays. And, 
just as in a real tournament, 
you must deal with the pres¬ 
sures of making the cut. The 
mechanics of play are simple 
and intuitive, and PGA Tour 
Golf gives putting a new look 
with an adjustable 3-D putting 
grid. There's nothing like see¬ 
ing your name on the 



through a variety of missions, 
interrogating pedestrians, ex¬ 
ploring buildings, blasting 
open doors, and, of course, 
gunning down crinunals. 

The Punisher offers a lot of 
arcade challenge — the bad 



leaderboard to keep those 
competitive juices flowing. A 
must for PC golfers. 


Electronic Arts 


guys are able foes, and some 
missions are rather difficult. 
Graphics are good, but the 
quality of animation varies 
from one part of the game to 
another. The icon-based inter¬ 
face is somewhat vague, 
therefore a bit difficult to learn. 
Yet overall. The Punisher is an 
enjoyable and entertaining 
romp into the world of a comic¬ 
book superhero. 

Paragon Software 



Quest for Glory 11: Trial by Fire 


I f you feel you have the 
makings of a hero. Trial by 
Fire is a great place to test 
yovu mettle. The second 
installment in Sierra's Quest 
for Glory series. Trial by Fire is 
set in Shapeir, a mythical 
Arabian city with an abun¬ 
dance of worries. An evil 
wizard has taken over 
Shapeir's sister city, impris¬ 
oning the emir and freeing the 
Elements to devastate the 


town. Now Shapeir's emir has 
vanished, and the Elements are 
headed for the troubled city. 

As in the first Quest for 
Glory game, you can play as a 
fighter, thief, or magician, with 
your choice determining how 
you solve each problem. You 
can also import your character 
from the first Quest for Glory 
game. A superior graphic ad¬ 
venture, Trial by Fire is cohe¬ 
sive and logical, and should 



provide would-be heroes with 
a healthy dose of challenging 


Questmaster: 

ith its cartoon- 
style, tongue- 
i n - c h e e k 
graphics, this 
puzzle adventure looks like a 
game for children. It's not. 
Questmaster is an illustrated 
text adventure, and the only 
action required of the player is 
to type commands on the 
screen. Each action is accom¬ 
panied by a new screen, and 
these range from the amus¬ 




Prism of Heheutotol 


ingly gruesome to the amus¬ 
ingly suggestive — with 
"amusingly" as the operative 
word. 

The plot is futuristic fan¬ 
tasy, and moving through the 
world of Dondra, you find that 
the designers have gone to 
considerable lengths to mini- 
iruze the frustration so preva¬ 
lent in games of this kind. It's a 
user-friendly game that's 
playable, colorful, and quite 


often, very 
funny. If your 
tastes lie in the 
adventure or 
puzzle realms, 
you'll enjoy 
Questmaster. 


Miles Computing 
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Red Baron 

A t the beginning of 
1991, a number of 
World War I flight 
simulators hit the 
market, more or less simulta¬ 
neously. We've covered them 
all, and our editors unani¬ 
mously agree that Red Baron is 
not only the best of the lot, but 
also one of the finest aerial 
combat simulators ever de¬ 
signed. 

The simulation is both 


easy and hard, depending on 
what degree of realism you 
select. You can jump right in 
and almost immediately start 
a dogfight (with Baron von 
Richthofen himself, if you like), 
or you can play an entire ca¬ 
reer, for either the German or 
the Allied side. You can also 
refly actual historical missions 
from the careers of such great 
fliers as Max Immelmann and 
Frank Luke. Red Baron features 



outstanding state-of-the-art 
graphics and realistic sound. 
Note that Red Baron runs only 
on a 256-color VGA graphics 
display. 

Dynamix 


Renegade Legion: Interceptor 


T ranslated from a 
popular futuristic 
role-playing board 
game. Renegade Legion 
puts you in a leadership role 
for resistance against the 
planned galactic domination 
of the Terran Overlord Gov¬ 
ernment. You assemble a 
fighting crew, select fighting 
ships, and plan your tactics 
and strategy. There's a lot of 
information to handle in this 


game, but SSI has done a nice 
job in organizing data and 
presenting it in a manageable 
form. 

The game has a few minor 
drawbacks, the most critical 
being the lack of guidance (in 
the manual) concerning the 
basics of squadron fighting, 
battle tactics, and fighting 
technique. While seasoned role 
players won't have any prob¬ 
lems, newcomers to this geme 



may feel a bit helpless. Game 
graphics are decent, and the 
interface is smooth. Overall, 
Renegade Legion is a solid game. 

SSI 


Rise of the Dragon 


S et in a futuristic soci¬ 
ety of intrigue and 
decadence. Rise of the 
Dragon creates a 
world that slips past possible 
and moves perilously close to 
probable. With a bow to the 
movie Bladerunner, the mood 
of this role-playing adventure 
is dark and shadowy. Your role 
is that of Blade Hunter, a dis¬ 
credited ex-cop turned sleazy 
P.I. You've got imderworld 



connections, and you've got to 
use them. 

The plot is dark and 
twisted. And because the game 


system is open-ended, allow¬ 
ing you fre^om to explore as 
you choose, there's a lot of 
game here. Graphically, Rise of 
the Dragon is stunning, looking 
like no other game. Scenes are 
hand-drawn with muted 
tones, giving an artful comic¬ 
book flavor that conveys the 
gritty feeling of the game. In 
every facet, this is one truly 
impressive adventure. 

Dynamix 


Sands of Fire 


T here's a need for a 
good, solid World 
War II tank simulator, 
but despite its good 
intentions, SandsofFiredoesn't 
quite fit the bill. You get to 
refight all of the epic battles in 
the North African campaign 
(Tobruk, El Alamein, etc.), and 
you can command any of the 
main vehicles used either by 
the British or the Americans. 
You can also choose to fight 


individual battles or wage an 
entire campaign. 

Each mission has an ob¬ 
jective, but correlating what 
you see out of the tank with 
what you see on the map is 
difficult at best. Neither the 
graphics nor the interface make 
the best use of the PC's capa¬ 
bilities — not surprisingly, 
since the game was originally 
designed for the Macintosh. 
But if you want a fast tank- 


versus-tank combat game and 
don't need great graphics, 
check out Sands of Fire. 


Three-Sixty 






























The Savage Empire 


T his is the first in 
Origin's Worlds of 
Ultima series, and 
it's a corker: a classic 
"Lost World" adventure filled 
with savage tribes, lost cities, 
impenetrable jungles, lizard- 
men, giant ants, mad scien¬ 
tists, scantily clad princesses, 
and the odd tyrannosaurus or 
two. Assuming the role of a 
20th-century adventurer who 
was blown into this universe 


(the world of Eodon) by an 
explosion in our own, you 
must find your missing com¬ 
panions and undertake a 
number of quests, some of 
which you can complete in an 
hour or two, some in...well, a 
lot longer. 

Or you can have a won¬ 
derful time just wandering 
aroimd and poking about — 
Eodon is a vast world with an 
ecosystem that really works. 



The graphics are incredibly 
lush, and the Ultima-style in¬ 
terface is easy and dependable. 

Origin 


The Secret of Monkey Island 


T his award-winning 
graphic adventure is a 
true delight. You play 
the role of yoimg Guy 
Threepwood, a pirate wan¬ 
nabe. You've chosen the ma¬ 
rauders of Melee Island to be 
your mentors, but these guys 
want to do anything but board 
a ship. They're all scared stiff 
of the ghost-pirate LeChuck, 
whose spirited ship still sails 
the Caribbean. Your job is to 


find out about LeChuck from 
the local pirates — but they 
won't reveal anything until 
you become a master swords¬ 
man, discover the lost trea¬ 
sure of Melee Island, and steal 
an idol from the governor's 
mansion. And that's just for 
starters. 

Monkey Island features 
terrific graphics and anima¬ 
tion (256-color VGA is strongly 
recommended), a great point- 



and-click interface, an outra¬ 
geous sense of humor, and a 
truly challenging plot. It's no 
surprise that the game has 
garnered a variety of awards. 

Lucasfilm 


Shanghai II: Dragon’s Eye 


ased on a classic Ori¬ 
ental strategy game, 
Shanghai was quite 
popular with PC 
owners. This sequel is just as 
addictive, but it features a 
dazzling new look (and sound 
for those with sound cards). 
Basic play is simple. Youbegin 
with a set of tiles arranged in a 
particular formation. You must 
remove them by matching 
pairs; the only restriction on 


removal is that both tiles be 
free (not blocked by another 
tile) on either the left or right 
side. There are usually mul¬ 



tiple pairs, and some stacks 
are five tiles high — and that's 
where the strategy comes in. 

The game offers a few 
variations on basic play (a 
solitaire or challenge game, 
and basic Shanghai or, for more 
experienced players. Dragon's 
Eye). Puzzle-game fans who 
like a more contemplative pace 
as well as a stiff challenge will 
like this one. 

Accolade 



Silent Service II 


T his sequel to Micro- 
Prose's classic sub¬ 
marine simulation 
doesn't need to take a 



backseat to its namesake. Silent 
Service II features realistic, 
state-of-the-art graphics, an 
excellent interface, great 
sound, and many levels of 
game play. As complex as the 
simulation is, anyone who has 
ever seen World War II sub¬ 
marine movies can glance at 
the logically designed key¬ 
board overlay and master the 
game's basic controls in about 
20 minutes. Few simulations 


of this depth are so easy to 
slide into. 

Individual battles, single 
patrols, or war-long careers are 
possible, and the action is hot 
in every mode. Hundreds of 
hours of play are possible at 
any of the four difficulty levels. 
To enter the world of Silent 
Service II is to step inside your 
own private war movie. 

MicroProse 



























SimEarth 

S imEarth, from the 
creators of the 
hugely successful 
SimCity, is a product 
of incredible scope. Consider¬ 
ing the growing concern for 
the welfare of our planet, it's 
also very timely. SimEarth in¬ 
corporates much of what's 
known about planetary evolu¬ 
tion, and presents it in a form 
that can be easily accessed and 
manipulated. 



With that information at 
your fingertips, along with the 
power to alter numerous geo¬ 
logical and atmospheric fac¬ 
tors, you can literally shape 


worlds from their infancy. 
You're also given the chance 
to take existing planets and try 
your hand at improving them, 
or even to bring life to places 
where it never existed before. 
SimEarth is loaded with atten¬ 
tion to detail, and the interface 
makes getting started easy. 
This simulation could also be 
an extremely useful resource 
as a planning and teaching tool. 

Maxis 


Space ^889 


B ased on the role- 
playing board game 
of the same name. 
Space 1889 features a 
somewhat bizarre premise: 
The Victorian concept of lu¬ 
miniferous ether has proven 
correct, and space travel is 
possible in the 19th century. 
You begin with the character- 
creation system, where you 
choose a social class, three 
physical attributes, three psy¬ 


chological attributes, and a ca¬ 
reer. All these variables de¬ 
termine how you interact with 
later events. 

After interacting with a 
variety of characters, you gain 
information and head out to 
New York, San Francisco, and 
Cairo. At some point, you must 
build your own ether flyer and 
journey to Mars, Venus, and 
even the caverns of Atlantis. 
The game plays quickly and 



easily, and the attention to 
Victorian Era detail is impres¬ 
sive. Space 1889 is a unique 
game that's a lot of fun to play. 

Paragon Software 


F ans of text-adven¬ 
tures such as ZorkZero 
andHitchhiker's Guide 
to the Galaxy have 
reason to celebrate. Spellcasting 
101: Sorcerers Get All the Girls 
retains the brain-teasing 
qualities of those classics, and 
adds a new interface and out¬ 
standing EGA graphics. 
Spellcasting 101 features an ex¬ 


cellent soundtrack, if you have 
a supported sound board. The 
game also has mouse support, 
but pointing and clicking only 
constructs sentences for the 
game's excellent text parser. 

As Ernie Eaglebeak, your 
future looks grim. Your step¬ 
father mistreats you, your 
dream girl ignores you, and 
your only career choice is 



cleaning dragon stables—im- 
less you can escape and enroll 
at Sorcerer University. Anyone 
who's a devotee of this sort of 
adventure can envision—and 
will probably enjoy — the 
bawdy adventures that follow. 

Legend 


Spellcasting 707 : Sorcerers 
Get AH the Girls 


Spirit of Excalibur 


K ing Arthur is dead, 
Lancelot is in seclu¬ 
sion, the Round 
Table has a lot of 
empty chairs, armies are in¬ 
vading from the north and east 
of Camelot, dragons are roam¬ 
ing the countryside...the king¬ 
dom has seen better days. It's 
up to you, as Arthur's succes¬ 
sor, to deal with a host of cri¬ 
ses, pursue a multitude of 
quests, coax Lancelot out of 


retreat, and slay a few dragons 
in your spare time. 

Spirit of Excalibur is cer¬ 
tainly faithful to the literary 



traditions of the Arthurian 
mythos, and the graphics are 
absolutely gorgeous. The game 
system is frustratingly vague, 
however, and the manual of¬ 
fers little help since it omits a 
lot that you need to know. Still, 
the game's VGA graphics are 
so radiant that you can almost 
forgive such a shortcoming. 

Virgin Mastertronic 































Stellar 7 

ppearing as Dyna- 
mix's debut release 
backml983,Sfe;;flr7 
became an instant 
cult classic. The new version 
has all the ingredients of its 
forerunner — simple game 
play, first-person perspective, 
and smooth animation—plus 
some of the bestgraphics you'll 
see in a shooter. 

Gir Draxon, head of the 
evil Arcturan Empire, is bent 



on galactic conquest, and only 
you and your land-based as¬ 
sault vehicle stand in his way. 
You must battle various en¬ 
emies on several planets be¬ 


fore your showdown with 
Draxon himself. It sounds 
routine, but seeing and playing 
Stellar 7 makes you really ap¬ 
preciate it. Animation is vel¬ 
vety smooth, and the VGA 
graphics are incredibly rich 
and vibrant — so shmning, in 
fact, that you have to force 
yourself to concentrate on the 
nonstop battles. This is defi¬ 
nitely first-rate arcade action. 

Dynamix 



Stormouik 

T his combat flight 
simulator/ role-play¬ 
ing game puts you at 
the controls of a So¬ 
viet SU-25 ground-attack air¬ 
craft and sends you out to de¬ 
fend Gorbachev's reforms 
against terrorists and renegade 
right-wing extremists. The 
program engine for the flight 
simulation in Stormovik is 
based on that in the award¬ 
winning LHX Attack Chopper. 


The graphics are good — in 
fact, one of the simulation's 
strongest points is its variety 
of external views. 

Although the game's 
storyline is uniquely captivat¬ 
ing, Stormovik, as a flight 
simulator, is difficult to learn. 
You need to spend some time 
figuring out how the flight 
controls work, and getting a 
feel for the aircraft's handling 
abilities. Because the controls 


- 



are extremely sensitive, you 
face early frustration — but 
once you know the ropes, 
Stormovic is a fascinating 
simulation, particularly in its 
Soviet point of view. 

Electroiuc Arts 


Stratego 

T his computer version 
of the popular classic 
board game lives up 
to the original. The 



designers have successfully 
duplicated the look and feel of 
the board game (especially in 
VGA). 

Pop-up menus let you 
choose three different styles of 
boards and pieces, and even 
make minor rule changes. The 
most sigiuficant feature of the 
game, though, is the computer 
opponent. You can select five 
difficulty levels ranging from 
Sergeant (for beginners) to 


Marshal (experts only). The 
computer is surprisingly ag¬ 
gressive, but what's even more 
astonishing is its occasional 
inclination to gamble. Even if 
you've never played the board 
game, you can get up to speed 
quickly with this PC version. 
(i)n the other hand, if you've 
enjoyed playing the board 
game, you'll love its electronic 
cousin. 

Accolade 


Stunt Driver 

R ace-car simulations 
can sometimes be¬ 
come a boring exer¬ 
cise, but Stunt Driver 
avoids that by offering a lot 
more than endless runs aroimd 
a track. Instead, the courses 
here are peppered with loops, 
drawbridges, and other dan¬ 
gerous, and enticing, obstacles. 

Stunt Driver features 
smooth animation and de¬ 
tailed scenery as you race 


against up to three computer 
opponents, or against a friend 
via modem or null-modem 
cable. A welcome addition is a 



configuration editor which 
makes it possible to customize 
the simulation, from tire grip 
to handling capabilities. A 
VCR function lets you view 
replays of all your triumphs 
(and crashes) from several 
angles. All these bells and 
whistles are wonderful, but to 
experience Stunt Driver in all 
its glory, you'll need a 20-MHz 
machine with VGA graphics. 

Spectriun HoloByte 































Tennis Cup 

S imulating a sporting 
event on a PC can be 
tricky. Besides re¬ 
creating the physi¬ 
cal action, there are many other 
factors that must be addressed 
to achieve depth and realism. 
Tennis Cup is a case in point. 
The designers did a good job 
of capturing the variables of 
tennis — you can play against 
human or computer oppo¬ 
nents, play doubles with a 


friend, enter tournaments, and 
choose from four playing sur¬ 
faces. And the inclusion of 
eight kinds of shots gives 
Tennis Cup even more realism. 

But your performance 
might be hampered by the 
game's split-screen perspec¬ 
tive. Unless you're playing 
against a friend, there's no need 
for two perspectives. And fans 
of women's tennis will be dis¬ 
appointed by the lack of 



women in the tournament 
lineup. Despite these weak¬ 
nesses, though. Tennis Cup is 
still quite enjoyable. 

Electronic Zoo 


Terran Envoy 



E xtraterrestrials have 
again made Earth 
their destination — 
but this time they've 
come seeking as¬ 
sistance, not 
conquest. The 
Ubbermenscha, 
a superior life 
form, have of¬ 
fered Earth ad¬ 
mission into a 
galactic commu¬ 


nity. Only after an envoy is 
chosen is it revealed that the 
Ubbermenscha actually need 
help uncovering a plot being 
hatched by someone in the 
Galactic Coimcil. 

Cracking the mystery in 
Terran Envoy means traveling 
to different planets to bribe life 
forms with telepathic crystals. 
You must deal with habitual 
liars, hostile species, and the 
chance of causing an "allergic 


reaction" by doling out the 
wrong crystal to a species. 

Terran Envoy is basically 
the board game Clue with in¬ 
terstellar trappings. The 
graphic depictions of the spe¬ 
cies are strong, but a poorly 
written manual, plodding 
game play, and vague clues 
make this one more of a chore 
than recreation. 


Stratagem 


Test Drive III: The Passion 


he most recent install¬ 
ment in Accolade's 
highly popular Test 
Drive series moves to 
the cutting edge of automo¬ 
tive technology. In this simu¬ 
lation, you get to drive three 
dream cars: the Pininfarina 
Mythos, the Lamborghini 
Diablo, and the Chevrolet 
CERV III. Besides offering you 
$200K (and higher) cars to 
drive. Test Drive III offers more 


realism, better graphics, and 
more options than the series 
predecessors. 

After selecting a car, you 
start out on a five-leg journey 
from the Pacific Coast to 
Yosemite (Accolade also offers 
separate course disks). You can 
race against the clock, against 
computer-controlled oppo¬ 
nents, or against friends. 
Driving means knowing how 
to handle your car, as well as 



knowing how to deal with 
police cruisers and bad 
weather. Also included are in¬ 
stant replay options. As a 
driving simulator. Test Drive 
111 gets a superb grade. 

Accolade 



Thunderstrike 


I f you've ever tried your 
hand at a flight simulator 
only to walk away with 
your thirst for flight 
unsated, give Thunderstrike a 
go. It's a simple, challenging 
game that tnily captures the 
elusive spirit of being airborne. 
Thunderstrike isn't a flight 
simulator, although you are at 
the helm of an aircraft. In the 
23rd century, the television 
fare of bygone days has been 



replaced by high-tech gladi¬ 
atorial combat between fighter 
pilots in a sprawling arena. 

Game play is a real mar¬ 
vel. The animated ships and 
background scenery are simple 


3-D polygons, but the steady 
scrolling of the landscape and 
smoothness of flight make it 
easy to imagine that you're in 
the cockpit of a futuristic 
fighter. Thunderstrike could 
easily have you swaying in 
your seat as you bank into 
curves — it's that realistic. 

Live Studios 
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Treasure Trap 


A rcade and puzzle 
game fans should 
take note of this one. 
Treasure Trap offers 


an addictive challenge and 



truly outstanding graphics. 
You play the role of Howard 
Kelp, deep-sea diver. 
Howard's mission is to explore 
the Esmeralda, a cargo ship 
sunk 70 years ago while carry¬ 
ing a huge cargo of gold bul¬ 
lion. The Esmeralda contaiirs 
100 rooms, each filled with a 
unique combination of traps, 
puzzles, hazards, and rewards. 
Your job is to collect the gold 
bars, which were flung to hard- 


Tunnels & Trolls: 
Crusaders of Khazan 


A s a direct descendant 
of the Wizardry tra¬ 
dition, Tunnels & 
Trolls is a solid fan¬ 
tasy role-playing game. The 
game features an overhead 
view and an attractive, easy- 
to-use interface. While there 
are only four races and three 
character classes, there are lots 
of languages (Elven, Dwarv- 


ish, Orcish, and Foulspeak, to 
name a few). 

Like all games in this 
genre, the stuff of the adven¬ 
ture is exploration and fight¬ 
ing. The combat system, which 
gives you control over each 
individual character, is quick 
and effective—and this makes 
for some exciting battles. 
Thanks to its clean interface. 


to-reach locations during the 
shipwreck. But that's not all— 
the ship is also home to lots of 
sharks, jellyfish, piranha, oc- 
topi, electric eels, sting-rays, 
and other killer sea life. 

It's hard to label Treasure 
Trap as an arcade game or a 
puzzle game — in fact, it's a 
uiuque combination of both. 
It's also highly recommended. 

Electronic Zoo 



efficient combat system, and 
speed of play. Tunnels & Trolls, 
while not the most inventive 
game of its kind, is recom¬ 
mended to both begiimers and 
veteran FRP gamers. 

New World Computing 


War of the Lance 


A s a member of SSI's 
AD&D Une, War of 
the Lance is a war 
game, pure and 
simple. You coirunand armies 
on a detailed map and follow 
complicated rules. If you've 
ever played an SSI war game, 
you'll have no trouble playing 
War of the Lance — but if you 
haven't, you'll face a bit of a 
steep learning curve. You have 
to make a plethora of deci¬ 


sions before you really begin 
play. In the role of an under¬ 
dog, you'll find that the game 



keeps you hopping even at its 
easiest levels. 

But all this shouldn't scare 
anyone off. War of the Lance is a 
well-designed, enjoyable 
game, complete with dragons, 
air combat, sea battles, diplo¬ 
matic missions, magic, and 
much more. It covers a lot of 
territory (in terms of nations 
and continents), and it packs a 
lot of potential play time. 

SSI 


Warlords 

T here's nothing subtle 
about your objective 
in this game; You have 
to slaughter or crush 
eight rival warlords and 
emerge as supreme ruler of 
the fantasy world of lUuria. 
There are 80 ciHes to be con¬ 
quered, and a lot of looting 
must be done to afford the kind 
of armies you want, much less 
need, just for survival. Sound 
simple? In design, it is — but 


there is such a multitude of 
variables that game play is 
extremely lively. 

Warlords is a beautifully 
designed game of grand strat¬ 
egy, in which "wolf-riders" act 
as cavalry and dragons func¬ 
tion as the fantasy equivalent 
of B-52s. The vastness of the 
landscape and the enormous 
number of variables make for 
addictive replay value, yet for 
all its scope, the game is 


amazingly easy to learn. War¬ 
lords is a winner all the way 
around. 

Strategic Studies Group 
































\Nayne Gretzky Hockey 2 


F ans of Wayne Gretzky 
Hockey will be happy 
to learn that al¬ 
though this sequel 
boasts a number of improve¬ 
ments over its highly ac¬ 
claimed predecessor, all the 
essentials remain unchanged. 
The enhancements in Gretzky 
2 are numerous and signifi¬ 
cant. Now you can manually 
change lines (including sub¬ 
stitution of individual players 


on specific lines). The new 
offside rules are in force, and 
the number of referees to en¬ 
force that and other rules has 
been increased to three. Espe¬ 
cially notable is the inclusion 
of a play editor — despite the 
frantic pace, there really are 
set plays in hockey, and this 
feature dramatically increases 
the reahsm. 

Only two teams, the '72 
Bruins and '72 Canadiens, 


Weird Dreams 

hen the design¬ 
ers of a game re¬ 
fer to it as a 
"computerized 
inkblot test," youknowyou're 
in for a different kind of 
graphic adventure. Indeed, 
Freud would have had a field 
day interpreting some of the 
scenarios that make up Weird 
Dreams. 

Your adventure begins as 
you fade into unconsciousness 



on an operating table. While 
unconscious, you encounter 
gigantic bees, carnivorous 
roses, giant pianos, and other 
mind-&nding visions. What 
these dream sequences mean 
to you, and how you manage 
to get through them, is the basis 
for a very entertaining and 
challenging game. Much of the 
appeal of Weird Dreams comes 
from the skillful combination 
of graphics and sound. The 




come with the game (separate 
team disks are available). Oth¬ 
erwise, this is a top-notch 
simulation. 

Bethesda Softworks 


graphics are richly detailed 
and otherworldly in quality, 
but it's the soundtrack (for 
AdLib owners) that brings 
each sequence ahve. 

MicroPlay 


Wing Commander 


L et's go out on a bit of a 
limb, shall we, and de¬ 
scribe this as the most 
exciting arcade-adven¬ 
ture game ever published. Fly¬ 
ing off the gigantic carrier-ship 
Tiger's Claw, you plunge into 
battle against a ruthless alien 
foe. For once, when talking 
about the graphics of a game, 
the overworked adjective 
"awesome" is right on target 
— and if there has ever been 


more sensational animation in 
a computer program, we 
haven'tseenit. bifact, the game 
garnered several prestigious 
awards in just the first few 
months of its release. 

Gut-grabbing action, in¬ 
teresting role-pla 3 dng context, 
and a challenging variety of 
missions all make Wing Com¬ 
mander one of the finest PC 
entertainment programs on the 
market. Origin has further 



enhanced the game with 
supplementary mission disks. 
VGA graphics and a good 
joystick are a must. 

Origin 


Zeliard 

i n the past. Sierra has 
brought several games 
from Japan to the U.S. for 
distribution. The newest 
title to make the trip, Zeliard, is 
a fascinating nuxture of arcade 
action and role-playing fan¬ 
tasy. You begin your adven- 
tture by gathering information 
and suppUes in the town of 
Muralla. But the game hits its 
stride when you enter a series 
of caves, which house power¬ 


ful crystals necessary to defeat 
the Head Evil Dude, Jashiin. 

Role-playing elements 
include keeping track of hit 
points and collecting items 
such as keys and icons essen¬ 
tial to your quest. Beyond that, 
Zeliard is an action game, in 
which you must learn new 
techniques, avoid deadly traps, 
and maneuver through mazes. 
While die-hard role players 
may not find enough here. 


most gamers will enjoy ex¬ 
ploring the caverns of Zeliard. 

Sierra 
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SOUND MASTER. II 

The Most 
Compatible Sound 
Card In The World 

• Most digitized speech and sound 

• A high quality alternative to supported. 

"Sound Blaster". Better sound, • "Direct-to-disk" DMA digitizer, 
less noise, more features, lower sample rates to 25K/sec for 
price. Made in the U.S.A. recording, 44K/sec for playback. 

• 100% AdLib™ Compatible, • Full duplex MIDI interface. Cables 
.Covox Voice Master® (voice and software included. 

commands). Speech Thing®, • Audio amplifier with volume 
and MIDI Maestro™ compatible. control. Low noise, low power 
Internal PC Speaker supported. electronics. Speaker included. 

Your Best Choice For Multi-Media Sound. 

ONLY $229.95 (plus Shipping & Handling) 

ORDER HOTLINE: (503) 342-1271 Mon-Fri, 8 AM to 5 PM PST 
VISA/MC/AMEX phone or FAX orders accepted. NO CODs. 30 Day Money 
Back Guarantee if not completely satisfied. One year warranty on hardware. 
CALL OR WRITE FOR FREE PRODUCT CATALOG 
COVOX iwc. 675 Conger Street • Eugene, OR 97402 
Phone (503) 342-1271 • FAX 503-342-1283 i*— 















Simply fill in the coupon 
and mail to: Game Player's 
PC Falcon Contest, 
P.O.Box 29364, 
Greensboro, NC 17429.^^ 


nRST 

PRISE: 

A-2 MILITARY 
FLIGHT JACKET! 

From Spectrum HoloByte 
— the same jacket used by 
today's U.S. Air Force! 


^ Spectrum Hok/Byte 

H 

100 

FOURTH 
PRIZR8: 

GAME PLAYER'S 
I T-SHIRTS 


5 SECOND 
PRISES: 

FALCON 3.0 
FLIGHT SIMULATOR 
For PCs 

DOZENS OF PRIZES! 

No purchase necessary 
to win! 


FALCON 3.0 CONTEST! 

I NAME__AGE 

I 

1 ADDRESS 


I 

I CITY_STATE_ZIP 

I 

I TELEPHONE (_)_ ' 


All entries must be received by September 1,1991. 




220 PC GAMES! 


dvantage of the targeted and highly en 




ENTERTAINMENT SOFTWARE AND ACCESSORIES 

IBM PC/COMPATIBLES ■ MACINTOSH • AMIGA ■ COMMODORE 64 


CAN'T FIND IT? WE STOCK HARD-TO-FIND TITLES AS WELL 
AS ALL THE POPULAR TITLES AT LOW, LOW PRICESI 


KRAFT KC3 JOYSTICK for Apple II & IBM PC 

REGULAR PRICE - 29.95 • NOW ONLY $1 7.88! 


FOR MORE INFORMATION OR A CATALOG. CALL US AT: 

ROAN MARKETING • 708-882-0505 


Call 1-800-999-7995 for FREE catalogue! 


Your source for the latest in IBM 
entertainment software and accessories 
Same day shipping ■ Gift certificates available 
Foteign orders given special attention 

Check out these great deals: 

Sound Blaster $155 
CH Flight Stick with Falcon $49 

The Best Prices, Services and Selection 












































Loose in the Sky 

a mm. # a ^ 


Soar into Continuum for a new and 
different journey. Explore a vast geomet¬ 
ric labyrinth of shapes and colors in 
search of the 16 crystals and 16 cubes 
needed to complete your quest. 

At the helm of your Mobile, cruise 
through 12 maze regions and 256 
unique rooms - where the laws of 
gravity and physics need not apply. 
Navigate through force-fields and 
counter-forces that'll knock you 
off a platform or straight up in 
the air. 

A few wrong turns and 
you could end up back where 
you were several rooms ago 
- wherever that was. So 
plot your course wisely 
and track all your moves. 

Enjoy your trip 
without the pressure of 
a time clock - 
Continuum is not a 
race. It's an explora¬ 
tion. And with so 
many decisions to 
make and routes 
to take, your 
strategy for 
each new jour¬ 
ney 


Data East USA, Inc., 1S50 Ultie Orchard Street, San Jose, CA 9S12S. 
(408! 286-7074. 

CONTINUUM: TM 1990 Data East USA. Inc. Game program © 1990 
Inlbgrames, SA. Unit^rf States and Canadian copyright Data East USA, !nc. 
Manufactred by Data East USA, Inc. onder license from Infogranws, 


















Is made from these scans* nor do we offer anything 
avaitat^ie from the Publishers themselves. 


v)ss anyone ^eTiihg releases from 

,-nd do'let us know. 


Our goal is to preserve classic video game magazines so that 
they are not lost Permanently. 


People interested in helping out in any capacity. 
I Please visit us at www.retromags.com. 


Thank you! 



